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Welcome to the ever- 
expanding PC Player! From 
our next issue the best PC 
tips magazine ever will be 
going monthly so you’ll get 
double the solutions action. 
Back in the present and we 
have the hottest guides for 
you to devour including 
Quake III Arena (page 12), 
rapidly becoming the biggest 
game ever and SWAT 3 
(page 50), the new king of 
strategic squad games We 
also have top tips for Rally 
Championship (page 46) 
straight from the developers 
Finally there’s the conclusion 
1o our massive Tomb Raider 
(page 60) guide and a 
walkthrough for Opposing 
Force (page 30), the 
fantastic Half-Life expansion 


& Geoff Spick, Editor 
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Quake III Arena 

Five copies of this top blaster up for grabs 
thanks to Activision 



Rally Championship 

Actualize has given us three copies of this 
fantastic simulation to give away. 




0 

© 

© 

© 



Delta Force 2 

Be all you can be in the elite special forces unit 

Nox 

Gauntlet meets the role player in this frenetic fantasy 
world of fun 

Imperium Galactica 2 

Master the universe through politics and fighting 

Planescape Torment 

Explore the flip side to the fantasy role playing series 


Disc Pages 

Your guide to what’s on our packed cover CD 

New Tips 

All the latest codes for the hottest games 

Hardware 

All the latest PC techno goodies 

Subscriptions 

Get your copy of PC Player, regular as clockwork 

Q&A 

Let us help out with your gaming troubles 

Next Issue 

What’s coming your way in the next PC Player 
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Welcome to the guide for the PC Player CD, a collection of the most valuable gaming files 
around. Packed with demos, save games, patches for the latest titles and a massive A-Z archive 
of cheats. Please note that the demos are aimed at owners of games class machines, generally 
at least a Pentium, 3D Accelerator and Windows 95/98. 



C&C Tiberian Sun 

Publisher EA 
Pentium 233 
32Mb RAM 


if you haven't succumbed to 
the greatest RTS series ever, 
maybe this demo wiil 
persuade you. 


Interstate 82 

Publisher Activision 
Pentium 266 
32Mb RAM 

3D Accelerator required 


Quake III Arena 

Publisher Activision 

Pentium II 
3D Card 


Urban Chaos 

Publisher EIDOS 
Pentium 200 
32Mb RAM 
3D Accelerator rec. 


The most complete first person 
combat game around, more 
fun online against other people 
but still hugely entertaining as a 
single player game. 


An awesome 3D auto combat 

game with more weapons and 
enemies than a Kwik-Fit fitter 
could handle. 


One of the smartest arcade 

games around at the 
moment, this is hip action 
and cool gameplay at its 
finest with a killer heroine. 


NASCAR Racing 3 

Publisher Sierra 
Pentium 266 
3D Accelerator required 
32Mb RAM 


FIFA 2000 

Publisher EA 
P200 

32Mb RAM, DirectX 6.0 


And still they go around and 
around, racer fans can't 
really go wrong. 


Upgrading your PC has 
never been this simple. 
DirectX 7 0 boosts the 
speed and 
performance of any 
DirectX driven games 
Install this and games 
such as Unreal and TA 
Kingdoms that 
struggled under DirectX 
6 0 will literally fly. 


Can you kick it? I think you ► 
will be after getting hooked 
on the hottest soccer action 
game around. This demo 
has the US commentators, 
but the one you can buy 
has the traditional UK 
commentators. 


6 ( PC Player | No.9 




































W work or you 
are having 
problems with it, call 
our disc department on 
01202 200259 or email 
cliveh@paragon.co.uk 
for assistance. Please 
state which magazine 
and issue you are 
having difficulty with as 
our team works on 
many different titles. 


Delta Force 2 

Filename df2upd8 


Driver 

Filename driveruspatchv2 


Fixes some bugs and improves online play General patch 


USAF 

Filename USAF012 

Lots of fixes and improvements 


Quake III Arena 

Filename - Q3pointreleasejan1300 
Improves lots of multiplayer aspects 


Check out the patches menu on the CD-ROM to find these vital 
upgrades that fix bugs and make your games better than ever! 


Tiberian Sun 

Filename - Ts117ENA 
General Patch with online fixes 


NHL 2000 

Filename - NFIL2000 patch 
Multiplayer and Al fixes 
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This issue we have new save games for: 


• Tomb Raider 4 * Opposing Force • Caesar 3 * X-Wing Alliance 

* Nocturne * Alpha Centauri Carmageddon 2 * System Shock 2 

(Patched) * Driver * Dune 2000 


Every issue we pack a host of 
save games on the CD so that 
you can play our games. 

Some of them will take you all 
the way to the end, others just 
past some of the more 
annoying points. 

Simply open up the game folder 
on your hard drive and locate 
the save folder. Copy over our 
folders from the CD over to 


yours, making sure you back up 
any of your own save games 
beforehand. In some cases you 
may have to copy more than 
one set of folders, so check the 
file structure before you try. 
Please note that some versions 
of a game will not run saves 
from another so be careful if 
you have patched or are using 
OEM versions of games. 
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Level Skip 

Get Lara facing due north, check on the compass and make sure 
the compass is transparent and the needle is not swinging. Go to 
the inventory screen and move the chooser to the load icon. Now 
type HELP and exit the inventory screen. 


All Items 

Make Lara face precisely north again. Go to the inventory screen 
and bring up the small health icon, now type GUNS and return to 
the game for all the weapons and infinite ammo. 


All Weapons 

Make Lara face north, go to the inventory and select the large 
health pack, now type WEAPONS having first done the All Items 
cheat. Again make sure Lara is heading dead north. A good way to 
ensure she is doing this is to make her climb a step or wall facing 
due north. It does work so keep trying until you get it right! 














Get the hottest cheats for the latest games, 
updated right as we go to press. 


build mode. Then, enter one 
of the following driver 
names at the make a 
license screen to activate 
the corresponding cheat 
function: 

FLYSKYHIGH.Rocket Car 

FSTFRWRD ..Turbo Mode 

MXPMX.Maximum Pick-ups 

PGLLRD.Bomb Pick-ups 

NSLWJ ...Keep speed up off road 


LEGO RACERS 


Create or edit a driver in 


Megaboss.Enables God mode 


.jt #.....Jump to level # 


gimme all..Gives all weapons 

and items 


MORIYR 

Press the tilde key (~) and 


type in the following cheats. 


Fin 2000 

Type these in to make the 
game more entertaining: 

MOMONEY...Gives you 

unlimited cash 

HOOLIGAN___Activates the 

bonus teams 


BURNABY.A cool EA Pitch 

SIZZLE.For that extra weather 

lightning mode 

DIZZY.Go crazy with the 

alien mode 


SWAT 3 

CLOSE OUARTBtS BATTLE 

While playing, press SHIFT and ~ to bring up the console. Then 
enter one of the following codes to activate the cheat. 


Swatlord.makes your team invincible. 

Biggerpockets.infinite ammunition. 

Doubleshot .Enable rapid fire mode. 

Johnwoo.Slow motion mode. 


the future is DVD 



































Enter these passwords as Player 4’s name. On doing so, you 
should hear a sound and the old name will reappear, which 
signifies that the password has worked. 

Password Result 

turbo challenge...Access to all A8 cars 

world class......A8 Championship available 

arcade action_____Access to all Arcade levels 

arcade unlimited...Unlimited time in Arcade 

give me time.Extra service time (then press T in service for +1 minute) 

captain reversi ...________Reverse all tracks 

max power .....—Max Power car 




_— 



VJ 

The following passwords only work if you have installed the patch that 
is available from Actualize’s web site. 

Password Car 

spud car.............Potato Car 

lambaaghini.......Sheep Car 

mooserati .........Cow Car 

group b ...MF Mid-engine Sports Car 

precious things.......Mobile Local Shop 

furry dice............Red Hot Hatch 

skip .....Skip-mobile 

mf hotback........MF Rally Car 

tree hugger......Black Sheep Estate 


BH1LEZME2 


To enter the codes, Control and ~ to bring down the console, 
then type: 


Code Result 

game.cheat bzbody _____Unlimited Shields 

game.cheat bzfree......Unlimited Pilots and Resources 

game.cheat bzradar..........Full Map 

game.cheat bztnt_____Unlimited Ammo 

game.cheat bzview ______Comsat Link 
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HEAVY 6EAR2 

Hit the ~ key to bring up the 
console, then type in: 


HARLEY 

DAVIDSON 

Enter these cheats as your 
name, note that they won’t 
work in practice mode. You 
should hear an engine noise if 
you typed one in correctly. 

Code Result 

HEDGEHOGO.Activate Cheats 

NOGAS.Unlimited Gasoline 

CLASSIC.....1956 KHK Bike 


URBAN CHAOS 

Press F9 to display the 
console and type 
“bangunsnotgames” to activate 
the cheat mode. 


Win.................Complete level 

Boo.......Explosions 

Telw x___Advance to waypoint x 

Cctv.Uses green camera mode 

Darci —____Play as woman 

Roper------Play as man 


.....God mode 

.Automatically 

complete the level 


STAR TREK 
HIDDEN EVIL 

Type this original Star Trek 
names to get ahead of the 
game and the following 
cheats: 


Code Result 

kirk .Unlimited health 

spock..Skip the level 

bones ...Add Hypospray to your 


inventory 

scotty ..Gives all keys and passcards 


Set camti... 
Set mission 


NBA LIVE 2000 

To let your team perform amazing power dunks, type redrover 
at the main menu and you’ll hear a sound to let you know the 
cheat works then you can put down monster jams with ease. 

































































Bolts 


Bots 


/e them lead with Quake III Ai 
tivision has offered us five co 
this superb shooter and all yc 
ve to do to enter is answer th 
lowing question. 


he ommomt 

ur opponents in Quake III Are 
s known as what? 

Bits 


Quake III is a lot tougher prospect 
that Unreal Tournament with its 
friendlier bots while Op For is one 
where they are out to help you for 
a change. ■ 




















TO WIN: 

Send your answers on a postcard or 
the back of a sealed envelope to: 


Quakin' All Over 
PC Home 
Paragon House 
St Peter's Road 
Bournemouth ' 
BH1 2JS 


ewcomers to the world Secondly use the right weapon 
of Quake 111 had better for the right situation, shotguns 
get with the only work well at close range 

program fast. while you’d be a fool 

Unlike the previous SL ^ w to fire a point blank 
games, the aim is to kill rocket at an 

the enemy pure and j opponent. Finally learn 

simple. There are no f when to fight and when to get 
keys, objectives or If if out of town, in those closely 

puzzles, just life and j. | fought bot matches against 
death. Here are three # one or two opponents, 

things to learn that will * each time you die you are 

help you do this. First & ^ just making it easier for 

locate your enemy, * * them. So begins the 

listen to the sounds ^ - lesson... 

they make around _ 

the level, gunfire is W||f f||||||P|\ 

obvious but someone picking IUL IIIIIILI \ 
up a trail of armour shards can 1UUIULh / 
only be in a couple of places. / 













a sums owe-ow-owe Mime wrn 
& mmt mt owt awg 
§om coot tONGue actidn, mr 
mo set m soccer tAoNCnes 


T here are two methods of 
winning this fight, try and 
destroy Ranger from 
distance with the rocket 
launcher or ambush him with 
the shotgun or plasma gun 
from close quarters. If you are 
using the rocket launcher then 
stand in the courtyard, close the 
archway as you dare and listen 
for Ranger’s footsteps, 
unloading whenever he comes 
into view, aim in front oh his feet 
to give yourself the best 
chance. Back off a little if he 
survives the first salvo and try to 
catch him popping out of the 
side entrances or around the 
pillars if he makes it that far. 
Remember that Ranger can try 


the same tactics so go for the 
armour at the back of the mouth 
but don’t get trapped in there, 
always walk in backwards so 
you can see what’s coming. If 
you go for the close-up 
approach then plenty of armour 
is vital, simply wait for Ranger to 
come around the corner and 
start blasting with your weapon 
of choice. 






PrtO&OS IS & ViuCh 
rooGnes CrtAMCrea rBfcN'MwGes 
awd ns wees ro sos ir in. so& 
m aacc iNirn rne wagm gun. 



■ You and Phobos will end up having quite 
a few rocket battles, stop and listen out 
for his approaching footsteps for the 
advantage. 


gain its one-on-one but set 
in a bigger level. The first 
thing to notice is that running 
through the water is a dead give¬ 
away and with only two exits, you 
can kill or be killed quite easily. 
But since the red armour and 
health is down there, it is worth 
visiting. The rocket launcher is in 
the room beyond the large 
arched doors, this is a safe place 
to ambush from as it is fairly 
obvious when Phobos is around. 
You can hear him heading in from 
outside or collecting the armour 


and health along the left and right 
edges of the small square. You 
have to be a lot more aggressive 
in this level, make good use of 
the Haste icon that appears by 
the bridge to back up your 
attacks. A good tactic is to circle 
the level picking up the health 
and armour to stay charged up 
while hunting your prey, drop into 
the water when you need extra 
help and keep slugging it to 
Phobos. The closer range 
weapons are more useful than 
rockets in this environment. 
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Possession of the quad damage will go 
along way to deciding who wins this battle. 


irs row mm m saksb, m 
i m ism so roue* as long as 
f to\) ieep hivi \mr pftovi m 

ftOAG-GAMAGB. 


Keep killing and don’t stop, with the 
battle raging between the other two 
only a light hit is often enough to kill a 
wounded enemy. 


m mm rue mmm, nm 
Aaour a rweesOffle mm a 

GOftGBOUS 8BD rtBAO AMO A 

ftosor mm ovb as b/b? 


I n tests Orbb and Mynx are 
pretty evenly matched 
making this a race for the 
tape. Even with a target of 15 
it won’t take long so get all 
the kills you can. I always 
start facing the rocket 
launcher, if you’re so lucky 
then grab this and rack up 
some early kills. Be prepared 
to charge in, especially when 
you can hear those two 
slugging it out. A well-timed 
rocket or grenade will wipe 
them both out, get you an 
Excellent bonus and give you 
a vital advantage. 

The grenade launcher is in 
the dark corner 
up the steps and 
the armour on the 


raised section of the inner 
circle. Try to keep away from 
Orbb as he has a very fast 
turning circle and can strafe 
you to bits while Mynx seems 
very accurate from long 
range. Keeping this in mind, 
you need to keep collecting . 
the plentiful health so figure 
out a good route around the 
level and when ever you 
come across one of them 

take the appropriate 
action. 



T his level is well laid out for 
legging it around in 
pursuit or retreat. Sarge is 
fairly predictable and likes his 
rocket launcher, located behind 
the pillar in the dead end 
chamber. The most useful 
assets here are the 
regeneration and quad-damage 
icons that appear along one of 
the corridors. Keep running by 
here regularly to see what you 
can pick up. 

Try to tackle Sarge as he comes 
around one of the many corners 
so that you can get in the first 
blow, don’t engage him in an 
open space unless you have full 
health and armour. Otherwise 
this is a pretty straightforward 
mission, Tier 2 is now yours. 
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Immense firepower is the onfy way to 
bring down the bulky Hoss before he 
cuts you up. 


Hoss is an imposing figure but can 
still get around and takes a lot of hits 
to put down. 


THE PUB HE 

MANY DEATHS 

irs cirr modvo this pujtoe, 
sr&ercn row tees mo eo eoa & 
worn iimwe MMp&ee, sie sums 
ro rne eose. 


T actics here revolve around 
getting the rocket 
launcher up the steps, the 
red armour in the mist down 
the steps and keep shooting 
until someone gets you. Pick 
up the quad damage and 
you’re laughing, just home in 
on the nearest battle and let 
loose some ammo for instant 
results. 

Of course if you haven’t got the 
quad damage then a little 


discretion might be advised. 
Waiting for a battle to come 
around a corner to you is a 
safe tactic as your three 
opponents are usually happy 
enough killing each other so 
pick them off. 


T o win on this level 
requires a good deal of 
strategy, unfortunately 
your time is limited as your 
two opponents blow each 
other apart at a rate of 
knots. The rocket launcher is 
in a small but is only useful 
some of the time, when 
aiming down the long alleys 
as your opponents fight each 


other for example. The 
shotgun or the newly 
introduced grenade launcher 
is more appealing weapons 
as you can get in close and 
deliver a big punch. Even 
when you catch then 
fighting, these two are so 
aggressive they can 
generally take each other out 
before you can claim a kill. 


Hossmifl 
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You fragged Grunt 
3rd place with 7 


Oii'il m. 


■ The stairs are a regular flash point so keep 
coming along to help yourself to some 
easy frags. 


THE » 
CAMPING 


&h, m ouooir wmbs 

ITS M6Se\)C6 F£11\ SHAMS ITS 
DSBieSS IF TDD iMAtMT TO WIN 
sowenvie this ma. 


T here is a lot of territory to 
cover around this level but 
most of the action takes 
place in the confined spaces of 
the central rooms and the 
stairs. The vaunted railgun is 
found by taking a jump pad and 
running around a long curve, but 


you can do very well without it 
because of its slow fire rate. Of 
more importance, if you find 
yourself at the base of four 
pillars, take the nearby jump pad 
and collect the mega health, red 
armour and personal teleport that 
are there. 

If you do want to use the railgun 


then combine it with the zoom 
function to get a more accurate 
shot, but remember you are 
easily exposed by the rail trail. 
Keep returning to the stairs and 
the centre rooms to pick up the 
frags that will see you to an easy 
victory. Use the teleport if you are 
in serious trouble. 
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The lovely, if recently deceased, 

Hunter. You’ll need lots of practice to 
counter her speed and accuracy. 

You {ragged f 
place wi 

Ksat **'1*1; 


■ To get a good shot at Hunter wait until 
she comes to pick up her favourite 
toy and roast her on the way in. 


Hiwrea ts a mmis time 

POND DP rtSft llDrtTMIMD 8DM AMD 

kmtmit nmo to Man dowm. 
se mmf p 08 a 


THE TEMPLE 

OF RETRIBUTION 


paMS dp me Devo now kmow mis 
ptace mu 8ur pop MewCDMiess 
mese ase secsers ro pimd aMD 

MidCh 81DDD rD SMIL 


■ Pick up the rocket launcher and start firing 
at the targets embroiled in their own little 
battles. 

T he Temple is quite a large 
place so get used to 
running around, 
particularly finding the two 
main outdoor battle areas 
where everyone seems to 
congregate. If you press the 
button on the wall opposite 
where you find the teleport 
icon, the grille on the floor 
opens and you can get the red 
armour. Also, if you drop off the 
sloping ramp to the floor 
below, there’s mega health and 
a portal back to the action. 
Scoring isn’t much of a 
problem because of the 
number of targets but you have 
to rack them up fast to beat the 


■ The red armour and more goodies are 
hidden below a grille in the floor, activated 
by a switch on the wall above. 


others who are merrily 
plugging away. The rocket 
launcher is again the favourite 
weapon but you can have 
some success with the railgun 
and shotgun simply because of 
the huge number of targets. 
This is also one level 


where you can 
fire blindly into 
corners and 


through doors 
and quite 
frequently 
score a 


lucky (or 
well 


predicted as I like to 
think of it) hit. 


H unter will show you 
many lessons in killing 
before you finally defeat 
her. Her weakness is her 
fondness for the railgun 
found by the teleport and the 
best way to trap her is to arm 
up with the rocket launcher 
or the lightning gun itself and 
wait for her on the walkway 
to the teleporter. Hit her 
before she can get a shot at 
you and advance on her so 
she doesn’t blow you into the 


red mist and oblivion. 

A more complete tactic is to 
circle around the higher and 
lower level constantly 
collecting health and armour, 
teleport into the lightning gun 
room and wait. If she turns 
up then nail her, if not hunt 
her down. If you get 
wounded in an exchange 
then run away if possible and 
recharge on your circuit 
before engaging your crafty 
opponent again. 
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When you’re invisible, it is unlikely the 
opposition will even know what hit* 
them. But don’t nteke your position * 
obvious through noise or rail; 


■ There are plenty of. high perches from 
which to look down on the opposition, 
just make sure you don’t get knocked 
off them. 


This is where much of fhe action happens, 
so come to the party well prepared ami 
you will notch up loads of frags. 


T he Abbey is a nightmare 
with the most jump pads 
yet seen, but its nothing 
compared with what is to 
come. In the Abbey itself is 
an angled jump pad that 
drops you on a ledge where 
the quad damage and 
invisibility icons appear. 
These are vital force 
multipliers if you want to win, 
just be prepared to fight to 
get them. There’s also a 


pond with red armour in it, I’d 
advise staying out of it unless 
the coast is very clear. 

The best way to win is grab a 
big gun, some armour and 
rush into the Abbey taking 
out as many people as you 
can before they toast you. It 
is a crude but effective 
method and you need to rack 
up kills quickly to keep up 
with Gorre who seems to be 
the master of this place. 


with we twists, rum m 
jutws & si&reaoMO pmc, 
this tei/ei of neaoes is 
SOVieMlNG OF & BLAST. 


Y ou’ll need your wits about 
you at all times in the 
Keep, something nasty 
lurks around every corner and 
you need to learn the direction 
of all the jumps so you can 
fight efficiently. For example the 
statue jump leads to the ledge 
with the armour but if you rush in 
slightly disoriented, you might 
lose your sense of direction and 
fluff the jump. The pinball jump 
for the red armour and the Evel 
Kenivel leap for the rocket 
launcher are more simple jumps 


but be aware you are a sitting 
duck for the bots as you land. 

To win, keep visiting the arch in 
front of the rocket launcher jump 
where many of the 
conflagrations happen. You can 
easily bag a couple of frags 
here before rushing off for 
more health and armour. As 
you run around corners you 
are almost guaranteed to bump 
into a couple more victims, so 
the.shotgun is the ideal point 
blank weapon for increasing 
your score. 
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KJesk has got some funky moves on 
him, shoo! where he lands for a decent 
chance of a kill. 



HELLS GATE 


itim is hsi 

UMPOftfumA 

P60P16 0M6 

T his level is neatly 

designed with plenty of 
exposed ramps to cross, 
make sure you don’t get 
blown off into the mist as 
you scamper. Klesk is a very 
well armoured beast and 
often hard to destroy. In your 
battles with him you are 
advised to pack good armour 
yourself, especially the battle 
suit power up that appears 
on the central ramp. Even 
this can’t guarantee your % 
survival but will even the 
odds up somewhat. 


ivity imro aeusiom, 
TBlf ItS A Clllim@ 

&#o mot me 

piArim@ iciisio. 

You’ll notice that Klesk jumps 
around like a demented 
hurdler so your shots will 
have to be very accurate. Aim 
for his landing points if you 
can or if you’re up close the 
go for body shots with the 
shotgun, regardless of what 
you try this one will be close 
so try to minimise your 
losses by retreating to 
recover health and armour if 
you can. If you see him on 
the central ramp then blow 
him into the mist, knocking 
one frag off his score. 




Plenty of armour, especially the 
battle suit will give you a good 
chance against the onslaught of the 
horned one. 






a rAm@ie op viAees, oe&o em@s, 


iai/a Amo soooem oeAm. mn 
rAMt M OM PAfftOU troo M 660 All 
YM SP660 AmO @0116 H6ft6. 


ake a couple of goes to 
learn your way around. Of 
particular use is the red 
armour, yellow armour and 
rocket launcher that will put 
you in good stead for the fight. 
Also learn where the power-ups 
appear, under the arches in the 
maze and don’t run into the lava 
pits. When it comes to combat, 
you can go a long time without 
seeing another soul so keep on 


running and listening for the 
sounds of action. Tank jr. really 
stomps all over this level so try 
not to get in his way, the others 
are just cannon fodder as long as 
you are well protected and armed 
to the teeth. The blue glowing 
tube acts as a limited healing 
place but is too exposed, but it 
does mark a natural fighting point 
on the map so keep nipping 
through it between melees. 
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facies m uve m 
(Wire to mow »v this as 
Ouflwce h stria 

rm mm sac* rnrom. 


F irst thing to note, the quad 
damage power up is booby 
trapped so line up for the 
exit before you pick it up and 
run like hell through the next 
room when you do. There’s a 
mega health above the jump 
pad in the outside section, but 
watch out for the mist. 

Most of the action takes place 
in the long corridor so keep 
circling back around to it with 


a rocket launcher or 
similar big stick to rack 
up those frags. It is a long 
way between weapons so 
you’d better learn this map 
very well and pick the 
shortest routes between 
decent weaponry, your 
machine gun is about as 
useful as throwing 
marshmallows at the 
opposition around here. 


■ The quad damage lies on the other side of 
the portal but beware, booby-trap grenades 
will fall from the rafters when you pick it up. 


THE DREDWERKZ 
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D espite the complexity 
and size of this level, the 
rules for winning are 
somewhat simple once you 
know your way around. Grab 
the BFG by either teleporting 
to it or swimming down the 
pipe or take the rocket 
launcher and attack the huge 
central space. The best place 
to fire is at the door on the 
large step where much 
fraggage takes place. Just 
keep an eye on your BFG 
ammo, it is limited so the 


rocket launcher is a very 
useful back up. If you have to 
go through that door then 
have the shotgun or railgun at 
the ready for the inevitable 
close encounters that will 
almost certainly follow. 

Train your gun on this spot as 
you circle the area and shoot 
through the curtains of gibs to 
add to the carnage. If you pick 
up the quad damage on your 
travels so much the better. As 
you navigate the rest of the 
level, always be on the 


■ With the BFG in your possession, you can rack up the frags. Once you have it I wouldn’t 
recommend losing it to someone else. 


lookout for the plentiful 
armour. Again, this place is 
pretty big so you can go 
without seeing a victim for 
sometime but the others seem 
in no hurry to rush to the frag 


limit so don’t panic. Just be 
prepared to run into three or 
four contenders scrapping it 
out around one corner and 
then wondering where the 
heck the all went a few 
seconds later. 
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A narki is a fast mover, but 
he does have a couple of 
weak points to his game. 
The cowards way to win is 
simply to sit in one of the 
outside corners on the top 
floor, look down and start 
shooting with the rocket 
launcher or railgun when he 
surfs into view. Should he take 
the jump pad up then fire as he 
lands for an almost certain frag. 
The more stylish way to win is 
to keep running around, 


dropping between floors and 
the inside and exterior sections 
of the level, constantly 
sweeping for him. Once battle 
is joined then you need a really 
good aim to keep tagging him. 
He’ll keep dropping between 
the levels too, so be prepared 
to plummet from time to time to 
keep up or escape if he gets 
the upper hand. This game of 
hide and seek can take a while 
so keep your health and 
armour at maximum. 



■ Charlie don’t surf anymore! Another 
victim falls to the mighty rocket 
launcher b ut donl starid around 
gloating, gefamove on. 


Now that’s gSRo be cheating! What 
next, bots on rollerblajfes? Now that'd 


<00 
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■ One of the coolest bits of architecture in 
the game, head upstairs for lots of health 
and the lightning gun 
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1 : mmmm IP 

20 c 


THE LOST WORLD 
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T his intricate castle is full 
of good places to hunt 
down the opposition. But 

the main area of activity is 
outside on the top walkways 
where the rocket launcher and 
quad damage are. Develop a 
regular patrol pattern around 
these items and the mega 
health inside and you can’t go 
far wrong. 

Of more interest, and slightly 
cowardly, is the drop that all 
the bots take to the lower level 


where the red armour is. If you 
park your carcass on the edge 
facing where they drop down 
then you can notch up a good 
few kills, especially as you can 
see the lighting from the 
gunfire above so you’ll know 
when someone is about to 
drop in for tea and instant 
death. Keep out of the lava at 
all costs but if you are low on 
health then there’s a lovely run 
of restoring orbs along the 
interior paths. 
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Gel in among the action on the floor and 
you'll be having a frags on toast before 
you know it. 


rip® at® Metfs rockst 


i 




If you deliberately botch a leap you can 
camp out oi one of the ledges and fight 
from the comfort of the ledge. 


Make a forward move when jumping 
off one of the two pads to snaffle the 
mega health before rushing back into 
the fray. 


T he best tactic here is just 
to keep running, you’ll find 
people to kill eventually 
and when you do you’d better 
make the most of it. In fact a 
communal little place can be 
found in a square next to the 
rocket launcher. Not only is 
there a mega health to keep 
you fighting longer but you can 


be guaranteed a lot of the 
action, so don’t stray too far. 

On other words leave the 
BFG alone and concentrate on 
using the rocket launcher, 
railgun and shotgun to rack up 
those kills. If the BFG turns up 
then all well and good but it 
isn’t worth the time and effort to 
get it yourself. 


ms? Pit msDoDrt m &if* Alim 
me surest dp e&se, me 
mODBte revDS ro se ahm me 
lAVDlNDSr 0* l&Ct DP mm. 


GRIM'S 

DUNGHN 
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out although it is worth 
exploring for the architecture 
and stunning jumps. Beyond 
the rocket launcher room are 
two jump pads, that with a bit 
of in flight adjustment will give 
you the mega health, and with 
the amount of violence going 
on just outside you could do 
with it. 

For the campers among you 
the railgun is best used 
looking down on the huge 
open air jump arena where 
there are plenty of good 
pickings to be had. 


117 @ 


T his place is quite a circus 
act with huge jumps and 
blind leaps of faith that 
are often rewarded with mega 
health and other useful 
extras. The rocket launcher 
room is the best place to hang 
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FATAL INSTINCT 
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T he rocket launcher is in 
the centre of this small 
square map and it is 
the object of both your 
affections. Get it first 
then run around the 
edge of the map to 
pick up armour. If 
you take the stairs 
up there is a quad 
damage 
occasionally appears at 
the end of the run. Uriel 
will always come looking 
for you that’s fine as long 
as you don’t back yourself 
into a corner. 


Keep finding the plentiful 
health around the centre 
k ^ to minimise your losses 
* and keep sticking 
rockets in his face. 
Don’t waste time 
firing into the mist at 
where you think he 
is, as he’s too fast 
for that kind of 
maneuver. 

Figuring out where he is 
by sound has some 
value, especially the 
armour shards but 
only if you’re being a 
real smart hunter. 



y l%4- 


■ Uriel comes leaping out the mist only to be met by the glow of your rocket launcher. If 
the first shot doesn't get him, then move and fire to avoid his shots. 




While the rocket launcher is better for quick kills, you may have to resort to what’s to 
hand at other times to make sure you keep on scoring. 



THE BOUNCY MAP 
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O oAie caeATMess, if voo camt 
B&O i this ievei tbfm meae'S mo 
bops for fM pacifist sewMO. 



Doom is an old friend to the first person 
games fan, unfortunately you have to 
best him to progress. 


I hope you’ve got your pilots 
license as you are going to 
be airborne for much of the 
time around here. There are 
two prime tactics for winning 
this level. Method one is to 
grab the rocket launcher and 
race around the back of map, 
where the two ammo crates 
are, firing inward at anything 
that moves. Number two is to 
grab some armour, leap to the 
top of the map and grab the 


rail gun, use it from either up 
top or retreat to the two 
passages around the side of 
the map, nipping out to rail a 
bot or two before ducking back 
to safety. This does leave you 
open to attack sneak attacks 
from above but is otherwise 
pretty effective. Whichever 
method you choose you need 
to kill quickly to keep up with 
Doom who has all the right 
moves. Learn to fire while flying 
through the air, it will give you 
a bit more flexibility and look 
for those multiple kills with one 
rocket to show off. 
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Poor old Sorlag falls for the old rocket 
launcher to the head stunt one more time, 
you think he’d learn. 

You f ragged 


* This level is full o! very up close and 
personal moments for which the shotgun 
is an ideal ice breaker. 


I f you learned to shoot while 
flying on the last map, then 
you shouldn’t have much 
trouble here. The way to win is 
to grab the first weapon that 
comes to hand, if you kill 
anything with it then good but 
head for a rocket launcher and 
then make circuits around the 
main platform collecting health, 
ammo and armour while 
dispatching rockets at anything 


that moves. 

Those of you with a steady aim 
might want to go for the rail gun 
in the distance but rockets 
provide quicker kills. The others 
seem in no hurry to win this 
level so feel free to have a go 
with it. The Quad damage is on 
the high platform and requires 
two leaps to get to. Mega 
health is below it so jump on 
the pad in the middle. 




MIMGS SUGGeMUT Get A LGT HAftGBft 
than me las r lsvsl amg meae is 
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true nightmare level with 
suicide a very painful 
option, all too often taken 
up by diving, screaming 
Quaker warriors. Learn your 
way around before you start 
seriously fighting. When you 
get the rocket launcher above 
the long leap, head down the 
stairs and get into the action as 


quickly as possible. 

You can run across the steps to 
collect the red armour and 
there’s a jump pad on the other 
side of the drop if you are 
tailed. This level is possibly the 
best place to use the shotgun 
as you all too often run into two 
or three opponents all blasting 
furiously. It is also too easy to 
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• The alien ambassador threw such 
marvelous balls, anyone for a ferrero 
rocket? 
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kill yourself with the rocket 
launcher in such a confined 
melee and while you can neatly 
rail two of them with a single 


bolt from the Railgun, the slow 
recharge will seal your fate in 
this place of rapid death and 
high scoring. 


APOCADfPSE HDD 
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THIS eiSMTOft ftlCrt eVI/lftOMiBVr. 




■ The odd long distance shot can be 
rewarded but don’t bank on it. 

T here’s nothing 
cowardly 
about sticking 
to the one area 
of floor to win 
this level but it is a 
touch boring. Basically 
just run around to stop 
being hit by rockets or rails 
from long distance, collect 
the health from the corner 
and collect ammo. When 
your rivals drop down onto 



■ Wait until they get nice and close for you 
to finish them off. 


the floor, charge them 
all guns blazing. 

The shotgun is the best 
weapon again but pick up 
anything good from the 
corpses of your victims. 
You can win easily 
because these guys will 
crater on the lifts almost 
as much as you would 
if you went flying about 
on the huge jumps and 
the lifts. 
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sucks at long distance railgun 
action so you can nail him a few 
times from the other side of the 
map. But when you get him, 
switch to a close quarters 
weapon instantly, as he’ll most 
likely materialise on your side 
and he won’t be happy. 

When you jump to the 
mirrored floating square, get off 
it quickly as you’ll get squashed. 


If you see Xaero up there then 
lob up a couple of missiles and 
you stand a good chance of 
getting a kill. In all honesty 
though, stick to the square you 
start on and keep changing 
tactics to defeat him. Xaero isn’t 
immune to a high dive into 
nothingness, so don’t worry if he 
gets ahead of you in the 
frag count. 


m piv&i mns, m veasus rue 
big Oneese min ovir owe ncter 
Howe, ms roo mat good 
ewouGH to oumvi wcroftf? 


K aero is a bit of a demon by 
all accounts but that 
doesn’t make him 
impossible to beat. He is 


helped immensely by the territory 
that takes time to get used to 
and for you to stop falling off or 
getting squashed. For a start he 



If yOU LIKED THIS... 

V.. * 
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UNREAL TOURNAMENT 

Big, bad and mad 
to know, this is 
just like Quake III 
but more varied. 

i s ™ T 

Want more reality 
to your FPS 

m % | action? Then join 
LA’s finest SWAT. 
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Opposing Force 
may be a bit short 
but there is no 
doubting the 
quality of your 
mission, just as 
good as the 
original if you can 
put it to the back 
of your mind. 

www.totalgames.net 


Freeman, I come for you! If 
only the mutant slavering 
monsters would stop getting in 
the way of your gunsight. 


I n the last issue we got you over the first 
few hurdles and gave you possession of 
the first gun, now it’s a wild ride to the end 
of the mission pack. If you are used to Half- 
Life then you should have no trouble getting 
through Opposing Force but the new friendly 
units and plot twists will still catch you by surprise. 
If the games are new to you then this guide will 
help you out at all those vital twists, turns and 
massed battles. The basic rules for keeping your 
half-life are to stay healthy, conserve your bullets 
and proceed with caution over aggression. 
Remember that the blue uniformed guards and 


odd scientist are generally around for a good 
reason, so use them when you seem to be 
completely stuck. 

In the early going ammunition may be a bit tight 
but at the later stages you can be pretty profligate 
with your bullets, one neat trick is to learn where 
to place those generally useless explosives where 
they can do the job of a whole magazines worth 
of bullets. The 
last rule is 
simple, every 
crate you come 
across, open it! 


1HE GUIDE! 
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Keep things simple and you should have 
no trouble getting through Black Mesa 
without incurring much damage. Just 
make sure you have some ammo to 
hand as you turn every unknown corner. 



Head down the ladder into the sewers of Black Mesa, This 
area is cramped and full of surprises so keep your wits 
about you. 


As the huge platform comes down, two 
aliens will ride down it Good shooting 
and fast movement will prevent you from 
taking damage. 


A few careful jumps will keep you out the goo. Look out for the 
crabs in the right corner of this area as you head to the hoist 
controls in the room with the medpack. Position the hoist so you 
can leap over the worst of the goo. 
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The American diver is going for a 
double somersault with pike. Keep 
under water to find your way out 
through a broken grate. 




To clear up the mess, you need to hop 
over the cases and hit the switch on 
the far side. Then head to the far door 
and hit another switch to progress. On 
the other side, leg up the ramp and 
take out the sonic dogs. 




Short and sweet, but you do get to pick 
up the joyous sub-machine gun during 
this tale of betrayal. 


Two nasty beasts will materialise behind you as you exit the 
train. If you’re out of ammo at this point then trouble is 
looming but act fast and go for the gun on the floor, spin 
around and unload on the aliens. 


Wait for this little scene to unfold before jumping through the 
broken window and letting the guard in through the door. He will 
then open a security door where you can pick up some valuable 
ammunition. Before you get on the lift at the end of the hall, look 
out for two face buggers dropping down from behind, if they 
don’t get you, your allegedly friendly guard might. 


This guy has a preference for food 
but he will follow you and is good at 
taking out some of the aliens but he 
i won’t hesitate if you happen to be 
I in the line of fire so keep the sides 
I of the stairwell as you lead him up. 
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Rainbow Six: Eagle Watch 
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If you know what’s good for you, 
you’ll get online to the Zone. 

Beat your best friend on the other side of the world. 
Make allies in Age of Empires II. The Zone has 
more exclusive premium games than any other 
internet site. With FREE* games, easy access 
and no lengthy registrations, there’s no excuse, 
so get online now. Sorted. 

www.zone.msn.co.uk 


msn 

Gaming Zone 




-—-—■■I 


' 


telephone call charges and Internet connection charges apply. © 2000 Microsoft Corporation. All rights reserved. 

Microsoft and MSN are either trademarks or un-registered trademarks of Microsoft Corporation in the US and/or other countries.^ 
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Climb up the ladder and out the vent to drop in on your squad, 
pick up all the ammunition and explosives from the shelves 
before making your way downstairs. You can get behind the 
guarded scientist to claim some power packs by climbing some 
crates to a vent entrance. 




This section is full of tricks and 
traps with plenty of opportunity for 
instant death in many varieties, 
caution is advised. 


These ceiling panels could easily collapse, dropping you into the 
electrified water below. Keep left at first and then to the middle tiles 
as you turn right. 


A few monsters lurk around the 
first room but should pose little 
threat in the face of your fast 
firing sub-machine gun. Find the 
grate above the pipes and batter 
your way through it to advance. 


A narrower squeak, but as long as you 
line up with the middle of the path, you 
should suffer none of those 
decapitation blues. 


Line yourself up before moving across 
the tops of these fans. One drop and 
the aliens could use you as a nice 
sandwich filling. 
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Here come the men in black, and they're 
too worried about the scum of the 
universe to care about your skinny hide. 
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When you reach this room, destroy the nasties at the far end 
by shooting the explosives, then shoot the little pyramids on 
the column to cut off the power. Use the purple cables to jump 
across to the other side. Collect everything and head outside. 


Break the wood barring the door and 
back off to avoid the trap, throw a 
grenade into room to take out a turret 
gun, then leading the medic in. The 
engineer is behind a door, fix him up and 
get him outside to enter the tube system. 


Take out the two black guards talking and then clear out the rest 
of the warehouse, be methodical and cautious to preserve your 
hide. There’s another black guard behind the crates after the 
rocket and two more around the corner, now find the door. 


Meet your new squad mates, look across the tracks into the 
warehouse. It is full of ninja types so advance with your troops 
carefully, don’t get in their line of fire. 
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Short and 
sweet and full 
of bouncing 
goodness. 


Charge up with the units to the right of the vent exit and 
then open the door to see what ail the fuss is about. 
Ignore the floating aliens and rush around the other side 
of the laboratory. 


When the gantry collapses, jump on it 
and run up to the glowing orb to teleport 
to a funky new realm. 


You need to bounce up to the other teleporter at the top of the 
level where the floating asteroids are. Collect the prototype 
weapon and any other goodies along the way. 
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He comes a cropper at the next door so find an 
alternate way out the room. Fight off the critters on the 
walkway and get up there. There are more through the 
wall so be careful and make your way through the vent. 


Practice your 
breast stroke 
for a different 
slant on the 
swimming with 
dolphins trip. 


Find the valve 
that will open the 
vent in the water 
make your way 
to the tank and 
swim through, 
ignoring the 
monster. Swim 


Beyond the airlock there is no obvious 
way out so jump into the teleport orb, 
nice fish by the way. Jump to the next 
alien platform and then back to our 
world. Press the button and duck into 
the water. Ignore the kraken and find the 
grille in the pipe in the ceiling to exit. 


Don't press the button on the other side, 
instead shoot the power box beyond the 
electrical field. Around the corner will 
materialise three nasties including a big 
new one. Take them out and pick up the 
alien weapon. 


passage to the 
airlock and hit 
the button fast to 
avoid drowning. 



The door at the end is 
locked so head back and 
some monsters will 
have teleported in. If 
you have trouble then 
leave some mines as 
you come up to ruin 
their surprise. A window 
will break in the fray so 
you can get out into the 
enclosure. 


Just like going 
to the zoo, just 
don’t ask 
questions 
about what 
they feed to the 
animals. 


Drop into the alien pit, having cleared 
out the nasties with grenades or 
something equally devastating. Stand 
in the health pit to recover before 
continuing to the next lab where 
there’s a cool alien gun. 


There are four crabs around the corridor so be careful, there 
is only way out to species observation so get a move on. 
Advance along the corridor with the windows looking out. 
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Fiends lurk around every corner here, 
but you've got a mission to complete so 
get your ass moving. 


He’s back, but at least he lets you out of the trash pit. 
Head through the door and keep going until you get to 
waste processing. Along the way things definitely don’t 
look right. 


Here’s the problem, you've got a blockage in your drain 
mate. And a nasty one to boot, this’ll need some work 
on it. Drop down on to the ledge in front of the beast and 
leg it right. You need to flush this beast away, head 
through the door to the gear room. 



Head through the gear box room, keep going up the lift 
and through the trash compactor. Hit the switch to close 
the compactor and come back. Drop through a vent in 
the middle and break through the glass to find the gear 
override. Hit this and swim back up the gunk. 
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That's a 
military 
acronym for 
things have 
gone rather 
badly. Just so 
you know what 
to expect. 


Shoot the creature at the end of the sewer and another 
one around the corner. Use the grapple to climb up to 
the top of the level and get up the ladder. 



Follow the compound around until you get into another, 
firelight. There are troops all over the shop but you do 
get a sniper rifle, near the sandbags once you’ve fought 
them off. Enter the warehouse through the red doors. 




In this dock you need 
to press the two 
switches on either 
side to stop the 
constant flow of 
nasties getting in. 


This place is dark and nasty. Large 
lightning spitting monsters lurk around 
every corner. The easiest (or least 
tough) way to kill them is with a mixture 
of explosives as you retreat followed by 
flying lead. Keep fighting through them 
until you reach water and can swim out. 


You’ll need this big squad to handle the horde of aliens 
outside. Get tooled up and use the doctor to get healthy. 
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There’s a black-op in the water, one on the hill to your 
left behind a heavy machine gun and two more behind 
the crashed plane. 

mm 


Join the army, meet 
people and watch them 
die in a hail of bullets. 
But they will keep your 
enemies occupied for 
a few vital seconds 
while you go for the 
sniper shot. 


Go in through a side door to your right. There's a black- 
op in there and a radio. When you get the message 
come back out, cross to the doors in the ground. Follow 
the pipes down the tunnel and charge up the stairs. 



Come out the door to the roof and aim the mortar at the 
fence. Once you blow it open, aliens will storm out the 
red door. Take them down and then drop to the ground 
and go in through the smaller door. 



Fight your way through the monsters around the rubble, 
use your night vision before entering the dark room and 
then head up the stairs. 
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Pick everything you can up before 
heading down on the large lift. You know 
what’s coming next don’t you? 


This place is a mess. Shoot from cover 
until nothing, either human or alien, 
moves. Drop down onto the swinging 
crates and find the exit and recovery 
station to the far left side. 


It's the final showdown, good versus 
evil, mankind against tentacle kind, get 
ready to rumble. 


Sneak left and snipe the two 
soldiers that leave their extremities 
hanging in the wind. Revert to your 
pistol with the laser sight and back 
off towards the lift to take care of 
the guards that come to investigate. 


When you get here, shoot the gunner m 
the head and rush across the tracks. 

Take control of the machine gun because 
troops will pour in behind you. When 
they’ve stopped twitching, go left and up 
the crates, dodge between the moving 
crates to find the next warehouse. 


Wm, 

There are plenty of guards to dispose of. 
Do it carefully and you’ll avoid a mass 
firefight where the enemy’s love of 
grenades will put you in extreme 
jeopardy. Sneak around every corner 
and be very patient. 


■ Thei 

■ of g 

youi 


There are a few guards in here, so move carefully. There’s also plenty 
of goodies for you. Once you reach the back wall turn around and jump 
your way to the top of the pile. 





















WANTED 


VHS VIDEO COLLECTIONS, 

CD COLLECTION AND PLAYSTATION GAMES 

CASH WAITING 

01708 730 737 

(DAYTIME) 

01708 761 642 

(EVENING) 



CAN REPAIR YOUR STATION FOR JUST £20 + P&P 
FREE PICK UP AND DELIVERY IN CERTAIN AREAS 
PROFESSIONAL UPGRADE SERVICE AVAILABLE 
PLUS IF WE CAN'T REPAIR IT THERE IS NO REPAIR FEE 
TRADE ENQUIRIES WELCOME 

FOR MORE DETAILS 


PlayStation. 


STATION 1 KEEPS YOU IN THE ACTION 


PlayStation, 



DREAMCAST 


■PR$k 


rnmmm EAMCAST CONSOLE 
K 2 X CONTROLLERS 

^ 1 X VISUAL MEMORY 

_ any game 

BUNDLE PRICE £255 

0207-237 3342 


ALL MAJOR CREDIT 
CARDS ACCEPTED 


Dreamcast 



Access the Worldwide Web with 


The Freelnternet makes joining the 
Internet quick and easy 

With an account for LIFE - 
Unlimited Internet Access - 
FREE TECHNICAL SUPPORT 


With all this and our speed of connection 
you’ll notice the difference with our service, 
it could not be easier to get online! 


call 0845 080 0084 

for your Free Internet 


Software and get on line 

or sign up online now and see what 
you have been missing 
www.thefreeinternet.net 


Making Internet Access Easy 


With no time-consuming details or 
questions we get you online FAST 

No registration set-up fees 

No monthly subscription charges 

No charge for technical support 

Account for life 

Local rate phone call access 

Free e-mail addresses for the family 

Free 5Mb of web space 

Free and unlimited technical support 

56k Access throughout the UK 

ISDN access at the extra charge 

















































Straight from the developer’s mouth, these 
hints for the most comprehensive rally 
game yet come from Andrew Morris the 
Creative Director behind Rally Champ. 


T he finest rally game ever 
might be posing a bit of 
challenge. In which 
case, without being so 
crude as to cheat, you 
may well find the advice from 
the developers handy in 
getting ahead of the game. We 
also have some fun passwords 
to alleviate the frustration you 
might be feeling. 



First, we have the passwords. 

These are entered in Player 

Details as Player 4’s name. On 
doing so, you should hear a sound 
and the old name will reappear, 
which signifies that the password 
has worked. 

Password 
turbo challenge . 

Result 

...........Access to all 

A8 cars 

world class. 

...A8 Championship 
available 

arcade action ... 

..Access to all 

Arcade levels 

arcade unlimited, 

.Unlimited time 

in Arcade 

give me time.Extra service time 

(then press T in 
service for +1 minute) 

captain reversi .. 

..Reverse all tracks 

max power ....... 

...Max Power car 



*jjH : 





SECRET CARS 

The following passwords only work if you have downloaded the patch 
from Actualize: 

mBsmomBs 

spud car 

Potato Car 


furry dice i 

Red Hot Hatch , ' J- 

fBBm 

lambaaghini 

Sheep Car 

Tl** 

§ 

skip 

Skip-mobile 

mooserati 

Cow Car 


mf hotback 

MF Rally Car 

precious things 
Mobile Local Shop 

§ 

tree hugger ' 

Black Sheep Estate 

y*/ 

V 


DON’T OWN 

RALLY CHAMP?.. 

...WANT TO? 


PC Player has got together with 
Actualize to offer three copies of 
Rally Championship to would be off¬ 
road racing masters. Rules are on the 
next month page. 

TO WIN: 

Simply send your answers to the 
following questions on a postcard to: 
Rally! 

PC Player 

Paragon Publishing, Paragon House 
St Peters Road, Bournemouth 
BH1 2JS 

THE QUESTIONS: 

1. Which of these is a famous rally? 

A. Milton Keynes 

B. Monte Carlo 

C. Monty Don 



By understanding how damage to the car is caused you 
can help prevent it, giving you a better chance of getting 
to the end of the rally in one piece! 

Virtually all parts of the car sustain damage from 
wear-and-tear, just by driving it. There’s little you can do 
about this but it’s nothing to worry about if your car is in 
reasonable condition as the damage caused is minimal. 
Obviously, your car is damaged when you hit things. The 
damage caused will depend on your speed and the area 
hit. However, there are many ways to damage your car 
and the basics for each area is covered below. 


>• Avoid sustained high revs, particularly when the engine is 
over-heating 

• When the engine is overheating, damage increases 
significantly 

• Driving at high speed over rough surfaces increases 
damage 


Damage result: power will reduce until the engine stops 


CAR DAMAGE 










































CAR DAMAGE 



• Driving at high speed over rough surfaces causes 
significant damage 

• Heavy landings in particular will cause damage 


Damage result: a maximum of 15% loss of power 


3) Turbo 


• Wear-and-tear only happens significant when the 
turbo is active from 3000 rpm 

• Driving at sustained high revs results in damage 

Damage result: only when the turbo fails will you 
notice a loss in performance of around 70% 


4) Cooling System 


• Under normal use, wear-and-tear is minor, 
increasing slightly with engine revs 

• When the car is overheating, damage increases 
significantly with engine revs to both the cooling 
system and the engine 

• If the exhaust fails, this will make the cooling 
system around 15% less effective 

• Avoid frontal collisions, in particular, if you wish to 
preserve the cooling system 

Damage result: Negative effects of damage take 
effect over 50% damage. Slowing-down will cool 
the engine. As the engine gets hotter, (steam will 
rise when it’s bad) there will be less usable 
performance - i.e. what you can safely use 
without damaging the engine. 


5) Clutch 


• Only when you change gear does any wear-and- 
tear take place 

Damage result: as damage increases, gear 
changes will not be successful and if this 
happens, damage will be caused to the gearbox 


6) Differential 


• Driving at high speed over rough surfaces causes 
significant damage 

• Heavy landings in particular will cause damage 


Damage result: if the car is front-wheel drive (AS¬ 
TI there is only one differential and if it breaks 
(when damage reaches 100%) the car will stop. 
With a four-wheel drive car, there is a front and 
rear differential; both need to break to stop the 
car although if the front breaks the car will handle 
like a rear-wheel drive car (lots of over-steer) and 
vice-versa. 


7) Gearbox 


• Driving at high speed over rough surfaces causes 
significant damage 

• Heavy landings in particular will cause damage 


Damage result: as damage increases over 55%, 
the gearbox will drop out of gear into neutral with 
the eventual loss of gears 



8) Body 


• Driving at high speed over rough surfaces causes 
damage 

• With the exception of the wheels, most body 
damage will not impede your progress and only 
becomes an issue when your car is inspected 

Damage result: parts will drop off the car, 
including wheels, ultimately making it unsafe for 
road-use 


9) Electrics 


• Water splashes and rivers will cause dramatically 
increased damaged the longer the car is in contact 

Damage result: lights will flicker until they fail 
completely and at 100% damage the car will 
stop 


10) Lights 


• Water splashes and rivers will cause increased 
damaged the longer the car is in contact 

• Lights are particularly sensitive to knocks 

Damage result: lights will be lost until they have 
all failed 


11) Steering 


• Wear-and-tear is 
particularly 
sensitive to speed 

• Driving at high 
speed over 
rough surfaces 
causes damage 

Damage result: the car will pull either right or left 
as damage increases, with the eventual loss of 
steering 


12) Suspension 


• Wear-and-tear is particularly sensitive to speed 

• Driving at high speed over rough surfaces causes 
damage 

Damage result: handling will start to suffer with 
the car eventually ‘collapsing’. Stopping 
distances will also increase 


13) Brakes 


• With heavy use, brakes will increase in 
temperature becoming less effective although they 
will cool slowly when not used 

• Heavy landings in particular will cause damage 

Damage result: brakes will become less effective 
until they fail, there is also a chance that the 
handbrake will fail went damage is high 


14) lyres 


• Tyre-wear varies a lot depending on the tyre-type 
fitted to the car and the road surface being driven 
on. Generally, the tyres closest in type to the 
surface you are driving on are most durable 

• Wheel spin causes a massive amount of tyre-wear 

• The tyres have a temperature, which increases as 
the car is driven. This aids traction by up to 30% 


Damage result: as tyres wear, there will be a loss 
in traction and grip to varying degrees depending 
on surface. Badly damaged tyres may burst. 
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least 10% of the stage. Acceleration is always 
more beneficial than top speed and if you rarely 
reach the top speed you are loosing out on 
acceleration. Only pick a high-speed gearbox if 
you particularly want to try for a top speed on a 
stage. 


items may not hold up to future inspection, the 
following chart shows around what level of damage 
is allowable before that item will fail an inspection: 


On tarmac, if you prefer more ‘slide 5 in the car’s 
handling, use Intermediates or even Wets instead 
of Slicks. If you are using a keyboard in 
particular, this will give you more control and 
room for error. But remember, these tyres will not 
last as long! 


If the Inspection Status bar at the bottom of the 
screen shows a fail, always repair all the items 
that bring the bar up to a ‘pass’ first, whatever 
needs doing. Deselect anything that makes no 
difference concentrating on the important items 
first. 


Generally, for tarmac stages set the suspension 
lower and harder and for gravel stages set the 
suspension higher and softer. With reference to 
the above, another way to get more slide into the 
cars handling on tarmac is to make the 
suspension softer and higher. Although ultimately 
slower, the car becomes easier and more forgiving 
to handle, which may result in better stage times. 


If you are well ahead in the current rally with time 
to spare, do not be afraid to use extra time (there 
is a maximum of 15 minutes) to repair any items 
that have borderline damage and may fail in on the 
following stage(s). The small penalty is usually 
worth it and could make the difference between 
winning a rally or coming last. 


As with the Repair section, if you are well ahead in 
the current rally with time to spare, do not be 
afraid to use extra time to set-up any items that 
need modifying for following stage(s). it could 
make a big difference to what position you get. 


If there are a number of stages to be rallied before 
the next service, always remember to set-up the car 
with each stage in mind. For example, if you are 
rallying on a dry gravel stage followed by a snow 
stage pick wet gravel tyres as a compromise 
between the two surfaces. 


If you are not doing so well in the current rally, 
think carefully about repairing any items that will 
take you into extra time; are they really necessary? 


Also as with repair, if you are not doing so well in 
the current rally, think carefully about setting-up 
any items that will take you into extra time; are 
they really necessary? 


When you select a gearbox for a stage, always pick 
one that allows you to reach its top speed for at 


If you are about to rally two or three stages in a row 
before your next service and are worried that certain 



• If you have not already done so, 
read Appendix 3: Driving and 
Rallying in your Rally Championship 
manual. 

• All the cars have their good and bad 
points; try them all in Single mode 
to find which you prefer. Although 
very fast, the A8 cars need to be 
handled with care - they cannot defy 
the laws of physics! But driven 
well, the can produce staggering 
times, particularly on gravel stages. 

• The above also applies to four- 
wheel drive cars, but to a lesser 
extent. Usually, because of the 
extra grip and traction, you will be 
able to power through bends without 
lifting off as much as is necessary 
in the front-wheel drive cars. You 
may notice four-wheel drive cars 
over-steering slightly, particularly 
on the exit of bends. 


• If you lift off the accelerator when 
cornering in a front-wheel drive 
car, the back end will slide 
around. You can balance this with 
the steering but also the 
accelerator (although this may not 
seem instinctive!). Press the 
accelerator and the front of the 
car will grip and tuck-in. 

Mastering these techniques will 
enable you to drift the car around 
corners, particularly on gravel 
surfaces. 

• It’s usually better to stay on the road 
but in certain places it is quicker to 
cut corners (or sometimes more!) to 
get a best time. 

• When cornering or turning, tap 
the brake WHILE YOU ARE 
STILL USING THE ACCELERATOR 
to make quick, precise changes 
in direction 


• Set the brake balance more to the 
rear of the car if you want to get the 
back end out when you hit the brake 
in a corner. This is probably or 
more use in four-wheel drive cars 
because of the extra traction they 
have at the rear. 

• For best times, use a manual 
gearbox. This has the added 
benefit of giving you extra control 
when you need it (such as 
changing up early when the engine 
is overheating) and is definitely 
worth mastering 


• If you get a puncture during a rally 
think carefully about whether or not it’s 
worth repairing. If you are playing to 
win at any cost it probably makes 
more sense to go back to the last save 
point. If you are taking the good with 
the bad and want to play through the 
rally as realistically as possible then 
look how far you’ve got to travel before 
the next service. If you have just 
started the first of three stages then 
it’s probably better to change the tyre 
but if you’re only a mile or two from 
the end of the stage before 
the service don’t bother. 


IF yOIJ LIKED THIS... 


RALLY MASTERS 


Sk 



BEETLE CRAZY GUP 
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Sierra Studios 
www.swat3.com 
Sierra 
£39.99 


Rogue Spear requires plenty of 
planning beforehand, and lacks the 
more immediate style of play 
employed by SWAT 3. Delta Force 2 
is more action based, and will 
provide players who want more 
thrills with exactly that.a 


SWAT 3 


Delta Force 2 



















mounting and the 
adrenalin pumping 
roundyqur body, 


in a life or do 
shootout with 
international 


S wat 3 is set in the year 
2005 in the week 
before a world peace 
deal is to be signed. 
Understandably, the 
terrorist organisations of the 
world are not to keen on the 
idea, and are out in force to 
prevent it happening. As a 
Special Weapons And Tactics 
officer in Los Angeles, where 
the treaty is to be signed, it is 
your responsibility to stop the 


warring factions from derailing 
the peace process and ruining 
some very expensive suits. 

Dynamic 

Things are never as easy as 
that, however. Civilians and 
hostages will get in your way 
with alarming regularity, 
bombs will be planted, booby 
traps cunningly set up and all 
manner of unexpected 
occurrences will befall your 


dedicated team of would-be 
heroes. The missions in SWAT 
are dynamic, with new 
elements appearing regularly. 
Make sure that you are ready 
for anything - with a little help 
from your anti-terrorist friendly 
PC Player! 

















Although this guide does contain a 
' run-down on each mission that awaits 
you it will be useless If you don’t know how 
to get the best out of your men, so we'll give 
you the run-down on how to turn any 
situation to your advantage first. 


<< 




A side from your gun, you will also come to love the opti- 
wand that forms part of your kit-bag. This is a really useful 
item, and one that you should use regularly. It will allow you 
to see around corners with minimal risk to your well-being. It 
should be used whenever you are entering a new part of the 
level, but take care when doing so. You are unable to fire when 
holding it and you may discover that an enemy is running straight 
towards you while you try to fight him off with an optic cable. For 
this reason, the opti-wand is best used when you and your team 
are in stealth mode. If the enemy know you are coming and are 
fighting like crazy, then don’t use it. If you are sneaking around in 
an enemy-infested area, then it is a very wise choice indeed. 


O k, now listen up. This is 
the single most important 
thing you will learn in the 
game. Ultimately your success 
or failure will be determined by 
how well you can enter a room 
and clear it. This is the best 
way to do it. 

If the door is secluded (ie 
you can’t be seen from other 
doorways) then use your entire 
element for the task. If you are 
slightly exposed then it may be 
a good idea to have one team 
cover while the other clears the 
room. If you are not in active 
mode, then go to it. Select 
breach, bang and clear if the 
door is locked, otherwise just 
bang and clear will do. 

As soon as the flashbang 
detonates, rush into the room. 


Quickly identify a target and 
blast him while he is 
disoriented, then move quickly 
to a corner of the room. From 
here, you should be able to 
survey everything and take out 
any surviving enemies. If you 
are struggling even with this 
technique, you may like to 
throw in a CS gas canister as 
the door is opened for the 
flashbang. This will give you 
even more time to identify 
hostile targets in the room. 


T he most important part of your equipment is, funnily 
enough, your gun. There are a number of different 
weapons available to you, so here’s a look at the best 
weapons for each situation. 


HECKLER AND KOCH MP5SD 


v . ... ? This is the best all- 

- ; round weapon at 

pP^'' % your disposal. With a 

m decent number of 

L - — — ——— — ••• *” —-— rounds you will not 

have to change magazine every ten seconds, and it is generally 
pretty deadly if you hit someone two or three times. This means 
if you hit someone just once, they won’t die and this makes it 
an excellent choice of weapon if you are looking to make plenty 
of arrests or are afraid of slaughtering hostages. Combine it 
with the silencer whenever possible for an added advantage. 


M4A1 CARBINE 


The favourite in the 
— * ~ PC Player office, this 

'TFm deals out death at an 

, W indecent rate. The 

--®- automatic nature of 

the weapon means you don’t have to be too accurate, an can 
instead spray an enemy with bullets. It will also punch through 
walls with ease. It does, however, have a habit of killing 
hostages when it does hit them, and it is also difficult to track 
how many bullets are left in the magazine. This makes it an 
excellent choice for the more advanced player, but not really one 
for novices. 


BENELLI Ml SUPER 90 

r.''. ; ^ „ This shotgun affair is 

.p re tty useless in all 

--——— anyone with a single 

shot (unless you are using the non-lethal fire, obviously). On 
the negative side this means you get very few arrests by 
downing a suspect. Also, if you accidentally hit a hostage or 
civilian there is no chance of them surviving and worst of all, 
there are only five shots before you must reload. Best off 
avoiding this one. 
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Sa$ will leave opponents choking, while 
your gas mask-clad team are unaffected, 




TOOL t|MP 


■WhAt A GAS 


If the room you’re storming 
has two entrances, use that to 
your advantage by splitting 


your attack. This will confuse 
the enemy and give you a far 
greater chance of success. 


Alternatively, send all your men 
in one door, shooting the 
suspects from the other side. 


S ometimes you will need to 
enter rooms where the 
contents are unknown to 
you. In these circumstances it 
is a wise idea to throw in a 
canister of CS gas first. This 
will temporarily incapacitate the 


room’s occupants, leaving you 
free to run in and shoot any 
terrorists. If you are quick you 
will find it is quite easy to arrest 
suspects when they are 
coughing their lungs out or 
crying like babies. 


Picking locks and disabling alarms 
allows access to certain areas. 


Y our utility tool is also 
very handy indeed. It 

not only allows you to 
disable bombs and missile 
launchers, but it will also 
allow you to cut through 
fences and pick locks. If you 
think you have reached a 
dead end, then try using 
your tool kit on the obstacle. 
You’d be surprised what that 
little beauty can do. 


iTTmr9 


MY UFP 

Y our utility tool is also 
very handy indeed. It 

not only allows you to 
disable bombs and missile 
launchers, but it will also 
allow you to cut through 
fences and pick locks. If you 
think you have reached a 
dead end, then try using 
your tool kit on the obstacle. 
You’d be surprised what that 
little beauty can do. 


Using your flashlight helps you to 
see what is going on in poorly-lit 
areas of the mission. 


No.9 | PC Player | 53 





























» 




isslon Walkthrough 


F ed up with him spoiling us 
with continental chocolate 
treats, the ambassador has 
been kidnapped by the Kurds 
(who no doubt work for rival 
confectioners). Enter the shop 
and you will most likely 
encounter one of the 
rebels on the 
shop 

floor. . 

Once 
he is 

dealt with, 

progress to the room at the 
back of the shop, where you 
will probably encounter more 
force. Arrest those you can, 
and kill the others, before 
heading right into the 
darkened tunnel at the rear of 
the property. The ambassador 
is in there with a bag over his 
head, and he will probably be 
guarded so stay alert. Once 
the last man is down, handcuff 
the hostage and get him out 


A nice easy mission to get you into 
the swing of things. You need to be 
aware that there is an innocent 
woman on the premises, who can usually 
be found on the first floor. Cuff her and 
get her out of there before you start 
looking for Brenner. Stick close together 
and he will most likely surrender when he sees you without a shot 
being fired. If he does not, aim for his legs as you will fail the 
mission if he dies. 



Hl& risk Arrest ivJGtOr getts 


our information on this mission is wrong - 
Getts’ son is out to get you too! Stay in 
stealth mode and be sure to pick up the gun 
on the lounge table as you enter via the 
front door. Go through the lounge and 
make sure that the passage on the far 
side is safe. Diffuse the bomb that 
Getts has set up at the door to his study 


^ and conduct a systematic search of the 
property. Your primary target will give 
himself up unless he is armed, but his son 
will not and you will almost certainly have to kill 
him. To clear the house of weapons you will find 
one in the basement and one in the garage. 
Getts’ son also carries a gun. If any are missing 
they will probably be on one of the bodies. 




■ Take refuge in the kitchen and consider 
your next move. 
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St. %HtrIS ChUrCh 


A s on the last level there 
are plenty of innocents 
running around. Be 
careful! The priest’s private 
security are either panicking or 
have turned against him, and 
you’ll probably have to shoot 


them. Do try not to kill them 
unless totally necessary. To 
begin with, take out the guys 
in the main chamber, and 
release the hostages there. 
You can then climb the tower 
and kill anyone in the 


connecting passage. Stay 
close to your colleagues and 
make sure that you evacuate 
any hostages as quickly as 
you can. Keep moving, and try 
to remain as stealthy and as 
sneaky as you can. 


■ The ambassador has been 
blindfolded - you must be 
very careful not to shoot 
him by mistake. 



Vhis is a tricky old level, and it is not helped 
I by the fact that there are so many hiding 
I places in the house. Your best bet is to be 
careful, stick close to your colleagues and make 
sure you search every room properly. From the 
start, take out any enemy in open space - 
sometimes there is one on the top patio by the 
pool, sometimes there is one on the lawn and 
sometimes both are present. When it is safe, 
make sure you are in stealth mode and sneak 
over to the basement door. In the maids quarters 
you will often find a hostage and/or a guard. Call 
all your men in to support you and climb the 
stairs, being wary of enemies in the kitchen. 
Check the two small rooms off the kitchen, but 
don’t touch the double doors yet. Check the 
cupboard for hostages as there is often a child in 
there. Now enter the lounge via the first doors on 


^ the left as 

you come 

I f stairs. Take 

out anyone 
in there and 
return to the 
kitchen. 
Order both 

- red and 

blue teams to bang, search and clear on the 
double doors before returning to the lounge. As 
soon as you hear the noise open the double 
doors to take any enemies by surprise. You 
should have killed four or five suspects by now, 
and it should be a simple case of searching the 
remaining rooms to find the last couple and free 
the hostages. 
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T his level is quwe simple in theory - but 
it’s a bitch in reality! Once inside the 
plant, take out any guards lining the 
passage ahead of you or to the right. The 
launchers are in three pits, running along the 
left hand side of the passage ahead. Get 
over to the first entrance and encourage your 
men to bang and enter. While the men in 
there are disoriented, kill them and disarm 
the SAM launcher. Return to the passage and 
approach the second entrance. There may 
be a guard loose along the top of this 
section, so be careful. Drop some CS gas 
and flashbangs into the pit on the right hand 
side and rush down. Kill or arrest any 
suspects here and disarm the second SAM 
launcher. With your men close by, climb into 
the pipe and head through to the final pit, 
killing any more suspects who may or may 
not await you. In the next pit, disarm the last 
SAM launcher. You can now concentrate on 
flushing out the last enemies - there are nine 
in all. Don’t stray too far from your 
colleagues at this point, or you will be picked 
off - let them do the dirty work! 


T he best entry point for this 
mission is into the corridor. 

Group together and open the 
double doors, killing any 
suspects in the next area. Be 
particularly aware that there are 
usually men hiding in the rooms 
to the left and the right, but 
don’t get so distracted 
by them that you fail to 
spot any threat coming 
^ at you from the main 
studio area. As soon as possible, 
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« These SAM launchers are your target 
in this mission. 


BANK JOB - SOUTHS 
CALIFORNIA SECURITY 


As soon as you enter through the double 
doors in the suspended corridor, be 
ready for action! 


gain your information is 
a little off, ad you are 
looking for four 


staircase C and search the 
corridors. You may well 
encounter the first suspect 
here. When you find the 
stairs down to the next level, 
proceed with caution, 
making sure your men are 
with you every step of the 
way. Cuff and evacuate any 
hostages as soon as you 
can, and stay stealthy all the 
time. You will most probably 
find that there is one suspect 
in each bank vault, with the 
other two roaming the 
corridors, so be careful. 

Once you have evacuated 
the hostages, open the 
vaults and finish the job. 

Easy when you know how! 


suspects. They will not come 
quietly, so be quick on the 
draw. Enter the rooftop via 


There are hostages galore roaming 
the corridors. Cuff ‘em and get them 
to safety. 
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T he suspects on this mission are not too 
happy about their impending arrest, so 
you will need to be quick on the draw if 

you are to succeed. Be aware that there is a 
female civilian also on the premises, so take 
care not to waste her in error. Enter via the front 
door and clear the dance floor. Kill the suspects 
only if you must, otherwise try to get them 


attested. Next, check the toilets at the back left 
before heading to the right of the dance floor to 
explore the living quarters. Most of the suspects 
are usually in there, so be on your guard and 
use gas and flashbangs to gain an advantage. 
Once they are all arrested, it is a simple question 
of scouting around the club and finding the 
weapons to complete the level. 


secure everywhere bar the 
studio itself. That will be your last 
push, and you should fire in 
some gas before you attack. 
Flash bangs will also be helpful, 


Some of the automatic weapons 
are kept behind this bar. 


but be very careful in this room 
as there are loads and loads 
^ of hostages to hit if you are 
careless. This is a really 
tough mission, but one 
that you will find becomes a 
little easier each time you fail it. 
Just keep trying, and stay alert! 





p 


care of them first). Out on the 
balcony you will usually find a 
suspect to kill, who would have 
made life difficult later on. 
Return through the door and 
enter the middle door of the 
three to your right. This room 
provides you with a good base 
from which to attack. Order red 
team to breach, bang and clear 
one of the rooms leading from 
here and blue team to do the 
same to the other. The Russian 
President and most of the 
hostages will be in the larger 
room, but beware any snipers 
on the balcony in here too. 
Meanwhile you should also 
check the bedroom that leads 
to the other balcony otherwise 
you might miss a couple of 
enemies and hostages. 


■ Make sure that you deal with the 
balcony snipers early, they shoot 
through the windows as you move. 

When you are happy that the 
top floor is secure, head to the 
stairs near the lift room. The 
‘ flights of stairs are crawling with 
bad guys, so be careful when 
descending. The best method 
is to crouch down low, giving 
you a great angle of attack 
against any potential threat 
from below. At the bottom, stay 
close to your men as you clear 
the basement. There are twenty 
men to kill or arrest in all, so 
keep your guard up until you 
complete the level. 


T his is another difficult 
mission and one that 
requires you to work 
closely with the rest of your 
team. Begin on the top floor. 
Kill any assassins in the lift 
and open the double doors 
ahead. Shoot at anyone in the 
corridor and rush along it to the 
door at the far end (unless any 
doors to the left are open, take 


■ Take care of all the rooms on the top 
floor, you may miss something vital! 
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T his level is not actually as hard as 
some of its predecessors, as long 
as you work methodically. The trick 
is to stay close together, clear every room 
you come to and be careful of shooting 
hostages (one of whom is dressed almost 
identically to one of the suspects). 

You should clear the first building totally before moving over to 
the flight tower, and you will probably find most of the hostages in 
that first building too. In the tower, it is often more productive to 
rush up the stairs and clear the top floor first before working your 
way down to pick off the last few terrorists. 



The bomb is guarded by a laser grid 
- which can be defused very easily 
with your tool kit. 


and clear. While shooting 
anyone in this room, beware of 
shots from the staircase. When 
the library is secure (including 
the room at the back), gather 
by the stairs. Progress to the 
top and be careful no-one 
shoots you from the main 
room. Breach bang and clear 
again, and make sure you kill 
anyone shooting at you from 
the stairs. Gather by the door 
in the middle of the room and 
repeat the process of breach, 
bang and clear through the 
next three rooms. You should 
now be certain that the only 


A really tough level, this one 
can end in defeat even 
when you are told you 
have completed it! The reason 
for this is simple - as well as 
the targets you know about, 
there are four unknown 
suspects in the building - so 
dont end the mission until they 
are taken care of. 

The best way to complete 
this mission is to clear the floor 
you begin on first. Here are 
usually three or four guys in 
the first set of rooms off to the 
right. Gather your men by the 
library doors and breach, bang 



HMO IMF "OWS - StOr 


T his is a very similar 
mission to the one you 
worked at the 
convention centre. Move 
and clear rooms as a unit, for 
most of the terrorists are in 
rooms rather than roaming 


the corridors. Be aware that 
there are some unknown 
suspects loitering around the 
building who should also be 
taken out. Also make sure 
that you are very careful 
when firing near hostages. 



O n this level, it is very easy 
to confuse your men with 
the enemy in the dark. 
There are also more enemies 
then you think, so keep your 
guard up even if you think they 


are all dead. 

Enter via the western 
entrance and you will find one 
of the bombs hidden in some 
oil drums right away. The 
locations of the rest of the 
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* This open area at the top it tbs 
escalator is very risfey to cress. 
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T his is a difficult level 
complete if mly because 
of the huge number of 
enemies, coupled with the 
confusion of hostages 
running all over the place. 
Fortunately, you should already 
be familiar with the environment 
in which the level takes place, 
and the best way to enter each 
room. 

You need to be aware that 
there are ten unknown suspects 
in addition to the twenty you 
know about, and loads of 
hostages to boot. The nuclear 
device itself is in a briefcase- 
type arrangement and is always 
in different places. Check each 
briefcase you encounter with 
your tool kit in order to find it. 
Ready now? Here we go... 

From the entrance, fire tear 
gas up the stairs and order your 
entire element to breach, bang 
and clear the room. Head left 
from the top of the stairs and 
clear the meeting rooms there 


first. Next, head over to 
meeting rooms D, E and F, 
being doubly careful when 
crossing the open space near 
the elevators. Order your red 
team to clear the room on the 
left and your blue team to clear 
the room on the right. When 
they are safe, order one team 
to cover the door to the stairs 
near the landing while you take 
the other team and storm the 
room with the projection unit in. 
Once inside, make sure you 
clear the projector room at the 
back before cuffing the 
hostages, as there are often 
two or three men in there who 


will shoot you through the 
glass. 

Now that the top floor is 
secure, take all your men down 
to the first floor via the stairs - 
NOT the escalator. Again, keep 
close together and breach, 
bang and clear rooms in the 
order you reach them in, but be 
very careful of enemies 
sneaking up on you. Once the 
ground floor is clear, take the 
stairs down to the basement 
where you will find the 
stragglers who you must also 
kill in order to complete the 
mission and save the 
world. What a guy! 


IF yOU LIKED THIS. 


M QftAMS 

bombs is shown on the maps. 
If you find it confusing in the 
dark, and forget where you 
have been, drop a lightstick at 
regular intervals to remind you 
of the route you have taken. 


BOM 8 

people left are on the top 
floor. 

There are two ways to 
attack this last sector. 
Whatever you do, fire some 
CS gas up each staircase. 

You can now either instruct all 
your men to attack via one 
staircase while you pop up 
the other one, or you can split 
into two smaller groups and 
attack from either side. Your 
first target upon reaching the 
top should be anyone on the 
balconies - they are hard to 
spot and will waste you if you 
don’t get them fist! With the 
room secure, you should 
secure and evacuate the 
hostages before defusing the 
bomb. DON’T go straight for 
the bomb, though. Make sure 
that you first get rid of the 
laser grid around the outside 
by applying your tool kit to its 
power source before doing 
the same to the bomb. You 
have completed the mission 
only when all primary goals 
are accomplished AND you 
have dealt with those pesky 
unknown suspects. 


«The nuclear device is in a briefcase, 
recognisable by the digital display 
attached to it. 



a 


i/ 
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Tomb Raider The Last Revelation 
has been made a bit easier than its 
predecessor after player feedback. 
The other competitor in the field is 
Dr. Jones but, to be frank, he can’t 
quite cut the mustard. ■ 
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i/i/lO 

Developer 

Web 

Publisher 

Price 

Core Design 

www.tombraider.com 

EIDOS 

£39.99 
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GUARDIAN OF SEMERKHET 


DESERT RAILROAD 



Run round and under the lowering door. Grab the 
Golden Vraeus and head to the end of the 
corridor. Return to the room with the models in 
and place the Vraeus in the middle of the right 
wall. This allows access to the Guardian Key. 


Use the guardian key on this diamond switch to 
open a hatch. Drop through it and slide to the 
end, where you should head right. 


Through the first tunnel, you will reach a room 
with pyramid models in. Pull up to the left and 
you will come to this room containing the wheel 
that can be pulled round a few times. 


After getting the medikit, use the monkey bars to access the secret area on 
the left wall. Drop through at the far end of that opening into the fire room. 


In the next room you must get the 
bull to smash all three slabs with an 
eye on them. The right hand tunnel 
leads to the ledges higher in the 
room where goodies await in two 
rooms. Go get’ em! 


return to the main room and take the 
left hand opening to end the level. 


Head back to the main passage and head to the end, where the bull chases you. 
Push the lever and head to the far wall. Pull a torch out of the hole in the wall and 
use it to light the torches in the small room. 


Collect the stuff in the secret passage 
then return and go to the door in the 
other end. Jump out of the bull’s way 
at the last minute so that he smashes 
the door. 


In the fire room, one of the fires is not constant. 
Reach through it for wideshot shells. Repeat to 
make the opposite fire turn off occasionally. Do it 
again, and after the third one, ignore the fourth 
hole and climb the ladder, 
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In the first car, use the crowbar on the broken crate 
for a medipack, then use it on the floor switch. 
Approach the engine cab to end the level. 




Climb round the corner and drop to flick the 
switch. Enter the door and kill the Arab, 
getting the medikit and crossbow ammo from 
the far alcove. 
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Combine laser sight with the 
crossbow and slide the slope to the 
shooting range. Shoot all urns 
quickly, drop down and get the token, 
then crawl through the gap and back 
up to the pyramid room. 



Up the steps and along the passage, 
take second right to reach the snake 
charmer. Insert the token and climb 
the rope. In top room, grab the 
broken handle and use the crowbar 
on the left wall hook. 



Combine the hook with the handle and return to 
passage. In the next room on the right, use it by 
the cage to get the key, then return to the palm 
tree section. 





Go through the right archway into the pool. Grab 
to the far crawlspace. Climb the ladder and go 
down the stairs, along and through to the ruins. 


























































“Jump round the ledges, avoiding skeletons. Grab 
the goodies on the ledges then climb the ladder to 
a high ledge. 


Get around to the ledge by the rope 
and swing over to the far ledge. Grab 
into the alcove in the left pillar. 


® Return to the ledge before the secret 
attempt and climb the pole. Backflip 
to small room, climb up and around 
to find the second Trident. Climb the 
ladder back to the coastal ruins. 



























BACK TO THE CATACOMBS: Enter the 
far passage and drop down by the pit. 
Climb down the pole, kill a skeleton 
and grab the right ladder. 


Drop to floor. Kill two skeletons. 
Climb into left passage, up the 
stairs then slide into a pool. 


Climb out the left steps and jump to the next ledge. Get over to the corner ledge 
and throw switch.. 


Get to new platform and shoot urn for 
ammo. Monkey climb left to another ledge 
and flick switch, then drop into the water. 


Jump over the ledges to the 
archway, then jump left to 
the alcove. Climb round the 
crevice and head up the 
passage to a large chamber. 


Climb to the highest ledge for a 
medipack. Jump to the far left 
corner and climb the long 
ladder. 


Kill the top skeleton and get the last Trident. There is 
ammo in an urn. Climb the pole to a passage and go 
through the door. 
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THE TEMPLE OF POSEIDON 


o 




M 


At the top is another Poseidon statue 
awaiting a trident. Replace it, return 
to the pit and go down the last room 
needing water. 




Swim through to the next room and 
head to the chamber. The urns hide 
crosses to destroy the demons. 




Get to the large, main chamber. There is medikit 
in an urn in the first doors on the left if you want 
it. Through the middle left doors, reach the next 
room via the poles and blades. 
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At the sloped block, shooting the 
round lever will open a secret area 
for some goodies! 


Back by the horseman put the gem in 
the slot and go through. Pull the chain 
and return to the room with the cogs. 


Enter the left rear passage and rush past the chains. Open the hatch, drop in 
and swim to the far room to get two more stars. 


On the balcony, go through the first of the three 
sets of doors. Slide down and grab the lion’s 
head and get to the right ledge for a secret, then 
drop to the ground. 


Dodge the boulder and jump to 
the switch near the ramp. Use 
the ledges and get to the high 
ledge, where you can jump onto 
the lion’s forehead. 


Go through the gate ahead and take the pillar 
from the plinth. Open the hatch and lure the 
fireball to the pool in the room by the library 
then return to the room with the hatch. 
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Head up the stairs to the pole, then go 
right into the passage. Get the torch 
and go into the room with the plinths. 
Step on the stones and light them. 


m 



With the lit torch, return through the 
metal gate and take the other one. 
Throw the torch onto the wooden 
beams. Drop through and get the Fire 
Circle Scroll from the floor. 


Through the doors is the main 
chamber, return to the balcony you 
were on before. Take the door to your 
left and use the scroll on the lectern 



HALL Of DEMETRIUM 



When you get to the room with the 
balconies, go right. Collect the Knot 
at the top (on the plinth), hang drop 
and go up the other side. 


After the FMV, kill the guards and 
return to the balcony. Push the lantern 
towards the bookcase. 


Head into the hole, climb out and collect the medikit and crossbow ammo in the 
Coastal Ruins. 


Jump and grab the ladder between the 
pillars. From the top, drop to the beach. 
Swim into the tunnel between the brown 
rocks for the next level. 
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CLEOPATRA'S PALACE 




In the room with the 
fountain enter the far 
room and go up the slope. 
Crowbar the door with the 
face at the top, and enter 
the corridor. Crowbar the 
next door to exit. 


i Jump to the exit - 
you may tali in the oil, 
but you don’t set on 
fire if you are quick. 
Puli out, return to the 
fountain room and 
head back to the 
Temple of Isis. 


A 


D 


1 


Drop through the hole into the oil and head left immediately. Puli up by the 
beetle and crowbar it out. Jump back to the opposite ledge. 


n BACK TO THE TEMPLE OF ISIS: Head 
to the room with the black pyramid 
and put a beetle in each side to open 
it. Take the mechanical scarab. 

n 


B 


rafts 


/it —. 

Vr FMk 


Combine it with the winding key and 
return to Cleopatra’s Palaces. 
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BRONZE 

BUNDLE 


SILVER 

BUNDLE 


GOLD 

BUNDLE 


any 3 games 
£325 


any 5 games 
£385 


any game 
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with wilrons Ltd, owning a dreamcast 
is'nt an impossible dream, 
it's as real as your desire for one. 


Wilrons Ltd, PO Box 23345, London SE16 4ZU 









From 


ft i 

Dale with 100s oi 
genuine callers 

dial direct - no credit card required 

0906 306 

Gay Men 0906 3 

m ^ ' 


0906 calls cost 50p per minute I from 6p per minute with credit card I VTL Box 7568 London WC1N 3XX 



FOR ALL YOUR CONSOLE, GAMES AND DVD NEEDS 


TEL: 0208 220 1225 

http://www.svs-dvd.com 
svslaserdisc@ netmatters.co.uk 




GUL Box 5306 London WC1N 3XX. 09067 calls cost 75p/min, 09061 calls cost £1.50/mm. 
Live calls recorded. Callers must be aged 18 or over. 



FOR ALL YOUR CONSOLE, GAMES AND DVD NEEDS 

TEL: 0208 220 1225 

http://www.svs-dvd.com 
svslaserdisc @ netmatters .co .uk 


Dreamcast 


THE FUNNIEST WAY TO WIND VP A FRIEND' 

CALL ONE OF THE ./rv 

NUMBERS BELOW. 

PVT IT THROUGH \ i g|J W*® 
TO A MATE... 


MR. FURY 

07060 1*71561 

THE DETECTIVE 

07060 171562 

MR. STAMMER 

07060 171563 


...THEN WAIT FOR 
THE REACTION 

IRATE DELIVERY DRIVER 

07060 171564 


MY DAUGHTER'S PREGNANT 

07060 171565 


Calls charged at £l/min at all times. Jokelines, P.O. Box 43, Warminster, BA12 7PP 
PLEASE SEEK PERWSSI0N FROM THE PERSON PAYING THE PILL BEFORE CALLING 


Log on NOW to get your FREE LobbyShares 


At The Lobby, we aim to offer you top quality products, at 
some of the best prices on the Net. Including PlayStation, 
Nintendo, Dreamcast, Gameboy, PC Software and Hardware, 
Videos, DVD, Music CDs, Sports Equipment, Branded Clothing, 
Fitness Gear, Web Space, Domain Names, Batteries, Gifts, 
Special Offers, News, Reviews, Updates and a whole lot more. 


The Lobby Online Limited, PO Box 99, Selby. Y08 8YE 
Email: info@thelobby.co.uk Tel: 01757 229201 Fax: 01757 229194 


CHEATS & TIPS FOR OVER 2000 0AMES ( 


CHEATS & TIPS 


a simple cm and roirvt got the cheat! 



.-v. IChebt 

;VtfSTER 


, TIPS & 

ESSENTIAL 

II 




[BEST 

GAMES 



A SIMPLE CALL AND YOU'VE COT THE CHEAT! 

PERSONS AGED UNDER 1 6 CALL THIS NUMBER ONLY 


Calls to the above numbers cost bOp a minute 

This service should only be used with the agreement of the person responsible for paying the bill. Calls to the number for persons aged under 16 years have a maximum cost of 
£3.00, the call will be terminated by forced release after 5 minutes. Calls to the number for persons aged 16 years and over have no maximum cost and call time restrictions. 

Ensure you are calling from a touch tone phone. Please put comments or queries in writing to: Interactive Telcom Ltd., 8 Grants Walk, PL25 5AA 

orcall CUSTOMER SERVICE: 0800 1982784 

Check out our new web site at www.cheatsunlimitecl.com 
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Drop into the pool and swim through 


•• Head up the left passage past the 


the tunnel to the right. Throw the 

Drop the scarab to activate the spike 

blades to the tomb and get the right 

Get the goodies from the tomb, exit 

switch and return. Take the far steps 

traps and follow it once the traps are 

gauntlet. Leave and turn left, then 

and go up the stairs. Then go down 

and continue until you reach the 

deactivated. Pick it up every time you 

right. Use the scarab again and head 

more stairs and get a medikit from 

spike holes. 

use it! 

right past some blades. 

the tomb. Kill the phoenix. 



Head down the passage with the bird drawings 
and drop in the lowered section. Shoot the chest 
for ammo and jump to puli the lever on the wall 
by the doors. 


In the bird corridor there is a newly opened 
door. Enter and get the Pharos Knot (and 
goodies in the chests). Leave and head left. 


Climb on the raised block, and traverse 
the crevice for crossbow ammo in a 
chest. Head up the sloping passage to 
a room with a pool. Grab the right 
greave from the tomb and return to the 
room with the raised block. 


'Use the scarab again on the traps ahead (not to 
the left) to get secrets in the tomb. Return and 
place the Pharos Knot into the slot up the steps. 


D 
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Jump over to the far ledge and climb into the passage. At the top, blast another 
phoenix with Uzis. From the middle ledge at the top, jump right to the switch 
and fall (watch your energy!) 


Enter and get the medikit to make a clone appear. Climb up the block to the left, 
monkey climb to the far ledge and puli up. Shoot the phoenix (don't let it attack 
the clone). 


Kill a phoenix and return to the top of the room. Jump to the 
other switch and drop down. Climb up again to the central 
ledge. 


Jump left and collect the Hathor 
effigy. Return to the centre and 
jump to the far side for the ornate 
handle. Combine the two and jump 
to the door. 


Place the Portal Guardian on the 
staff, in the room are two bosses who 
attack one at a time. Keep jumping 
and blasting till each one is dead - 
this is not too hard. 


Collect the bits of armour from the 
two tombs and drop through the hole 
in the floor to end the level. 
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Turn right then left and run over the guy at the 
barricade. Go over to the slope and run over 
another guy, then turn around. 


Head right along the alley and turn left at the junction. Corner 
left right and right. Take a run-up and jump over the chasm. 
Run over the guard. 


Dismount and climb up by the statue. 
Jump via the slopes to the high ledge. 
There is ammo on the other side. 

Hang drop back to bike. 


Return over chasm and past the roof 
guns. Open the door behind the far 
right statue. Pull the dead man off the 
hatch and return to the bike. 


Shoot the guard and take his revolver. Use it with the laser to shoot the man on 
the roof. Get onto the bike and ride it to the right corner - run over the guard. 



Go back to the bike and head left at the junction. 
Climb into the crawlspace on the left. In the 
small room pull the lever and return to climb up 
through the hatch. 


Slide down the 
right slope to 
the passage. 
Collect ammo 
and pull up at 
the right of the 
crevice. Jump 
over and 
through the 
crawlspace. 
Shoot the candle 
and canister. 


Get off the bike and get the small 
medikit, then go into the right 
passage and through to the water. Get 
out, and shoot the bats in the room to 
the right, through the corridor. 



Drop down and head right to the pool. Swim 
along the tunnel, climb out and hang-drop back 
to the passage. 


Ill 



Go back upstairs and cross the ice to the far 
side. Push the lever and go back downstairs. 
Head right to find the opened door and go 
through the right corridor in the room you reach. 



Crowbar the door for some goodies. Climb up 
the block and the end of the passage to a 
crawlspace. Climb the crevice to reach it, then 
jump to the opposite lever. 
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Off the bike, enter the far left alcove. Push the 
lever and get back on the bike to ride up the slope 
back to the stairs. 


Go round to the barricade and drop 
through to get on the bike. Ride it 
through the wall and go up all the stairs 
to the top. Jump from the sandy area 
and go up the slope. 


£ 


i 





r 


Off the bike again, go to the raised block and enter 
the passage. When you can see the red barrel by the 
helicopter, use laser sighting to blast it. 


fife : 


'tu 


I P , 

1 w TG 


Run and jump to grab the ledge. Push the lever 
at the back of the pit and return via the greenish 
room to the bike. Ride round to the main street 
and through the gates to reach the next level. 


CHAMBERS Of TULUN 


D 

Q 

B 

□ 




- 



n 


* Run over the guard, dismount and 
shoot the guy on the balcony. Go 
into the mosque and get the gun on 
the left. 

Climb out on the ledge to the left of 
the entrance. Jump up and round to 
the crevice, pull right and jump to 
the ladder. 

Climb to the pillar and enter the next 
passage. Follow it up to the roof and 
push the lever. Jump over to the rope 
and swing to opposite ledge. 

Get the stuff in the secret area and 
return to the rope. Swing right to the 
other high ledge. Shoot the guard, 
grab the power ups and drop through 
the hole to the bike. 
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CITADEL GATE 


□ 

Jump round until you can get to the 

□ '■. 

■ Climb up the passage and return to 

ladder. Climb left to ledge and climb 

Chambers of Tulun. Climb out and 


to the crevice via monkey bars. Climb 

y ; . ’ ■■ ’■ - ,»«. 

head back to the bike. Ride down the 


round and up to the far high ledge. 

-V • J J' 3 

tunnel to the Trenches. 


B 

■ > ' 

D 

»V 


k „ v : 

A 



' v . . 1 
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■ Flick switch INI and drop into next 


a In the tunnel jump over the pit to the 

; | * ** ■ 

tomb. Flick switch and go through 


jeep. Collect the canister and return 

^ " *>/ ' r : 

opened door. Grab the rope at the end 


via the passage to the lizard. Return 

: ’ > ■* 1 1 vr ’ • ~ i 

and swing to the small ledge. 


to Aziz. 

.. ^ r •., ". ’•<; 




Shoot the fuel tank through the gap. Climb onto other crates and 
jump to the ledge for ammo. Drop to crates and jump to the far 
ledge, pull up into a passage. To the right, head through the 
crawl space. 


Ride to the left staircase and run 
over the guard. Continue around to 
crush another and return to the 
start. Off the hike, go past palm tree 
to passage. 


Head left, right and left to shoot a 
guard. At the junction jump left for 
ammo and a medikit. Slide down the 
slope and run across the junction. 
Crawl around the left corner, hiding 
behind the crates. 


Use the laser sight to kill the guard. Crawl past the 
steam into the small room for some power ups. Head 
right into the alcove and climb on the block. 
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Retrace your path back to the bike and and use 
the nitrous oxide feeder on it. Head back to the 
Chambers of Tulan. 

Jbi 


□ 

Turn around and shoot the fuel tank and the 
guard. Head back past the steam jets and crawl 
to the right. Collect the weapon key code from 
the dead man, crawl back and grab the crevice. 

Climb to the right and drop. 

\ m . * 

Shoot the guard in the right tower as you 
approach the Land Rover. Use the crowbar on the 
bonnet to get a valve pipe and combine it with 
nitrous oxide. Shoot another guard to the right. 

f . ^ \ 

, w r" } 

I ^ i 

1 \ \w¥ 
i 

1 m 
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CHAMBERS C 

if TULUN / THE TRENCHES 1 

33 



Shoot the guard and go back up the slope. Collect 
the torch in the left passage and light it in the 
previous room. Go to the far warehouse ramp and 
set off the sprinklers. 


Ride the bike round to the edge of the chasm. 
Turbo up the steps to the high ledge. Dismount 
and go through the door on the left. 


Shoot the guard and slide down to the 
warehouse. Head left down another slope and 
kill another guard. Kick open the door to the left. 


Exit via the fire doors nearest you and push the 
lever on the left. Go through the far passage in 
the warehouse and through the far passage to 
the room where you collected the torch. 


Climb to the high crate and jump to the opposite ledge. Pull up and drop down to 
collect ammo and a medikit. Use the laser sight to shoot the padlock. Collect the key. 


□ 



Return to warehouse and go up the left ramp 
and through the door. Head right then left to 
return to the bike. Ride it back to the trenches. 


D 


RETURN TO THE TRENCHES: Ride to the palm 
tree and get off. To the left, shoot out the stone 
blocking the crevice and climb stairs to the red 
area. Shoot the guard on the roof 


□ 




Return to the arch - there is a medikit in the right 
alcove. A trapdoor in the opposite alcove can be 
opened. Climb to the crawlspace on the left. 
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Drop down for the ammo, and climb to next 
crawispace, Turn around and grab the edge of 
the crevice and go round to the ledge. Take the 
monkey bars across. 


Drop off and shoot the guard. Go right and use 
the Roof Key on the doors. Run jump to the 
opposite crawispace. Pull up, follow the passage 
and climb onto the block. 



Shoot the control box through the slit. Return to 
the bike and turbo it up the slope to the ledge. 
Climb the ladder and enter the passage to the 
Street Bazaar. 





Return to the ledge by the ladder and 
climb through to the left. Down the 
slopes head round to the right. Take 
the Mine Position Data from the body 
and combine it with the detector. 


Push the funnel crate over to the 
lightening. Cross the bridge and grab 
the ladder. Climb left to drop on the 
small ledge. Jump round ledges to 
the right for goodies. 


Enter the right door and get the medipack in the crawl 
space. Climb the ladder and use monkey bars to get to 
the white ledge. Go through the right crawl space. 


Use the car jack on the short brick wall to open the hatch above. On the roof, head 
left and pull/push the funnel crate away from the alcove and replace it with the crate 
by the lightening. 



Head left and go through the door near 
the light. Head through the gates back 
towards the bike and you can climb up 
to re-enter the bazaar section. 


□ 



Enter the left door and follow the 
passage to the door. Kill the guard 
and head left for another. Exit towards 
the red barrier back to the Trenches. 
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Jump and light the cable then return to the first 
room. Drop into the pit and follow the passage left. 
After the cut-scene, drop into the water for ammo. 


Climb out onto low ledge and jump to opposite block. Climb the 
wail behind the stairs and drop to grab the crevice. Climb right, 
drop and grab another one and you pull up into a crawlspace. 


Collect the Uzi clips in the shallow 
water and climb through to the right. 
Slide down and jump over to grab the 
crevice. Climb left to get medikit, then 
jump over to the opposite ledge. 


Shoot the guard and go up the stairs. 
On the high ledge above the pool 
shoot the baddie you saw earlier, and 
get to his ledge. 


Mead past the pillars to find a staircase. Go up and throw the switch on the right. 
Collect the torch and light it, then return downstairs. 
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SPHINX COMPLEX 


Head along the path and shoot the 
guards. Take the Silver Key from the 
right one. Use it on the lock, and go 
through the door. 


Kill two more guards and climb onto the 
right near wall. Jump over the chasms 
and pull the levers, then return and head 
right. Kill the red arab and go through 
the door. 


Slide down the right of the slope, and jump to the left ledge. Run, jump and turn 
to the sloped ledge and pull up. Go through to the next pit. 


Jump to the left ledge and shoot the guard. 
Get the medikit and jump to the next ledge. 
Climb up to the door and shoot crates in 
the next room for ammo. 


Push the large shelf unit to reveal a grating. 
Shoot it and crawl through. At the far end, kill 
the guard and blast the crates for a metal blade. 



Jump around the ledges until Lara 
reads the inscription on the white 
stone. Then head back to the main path 
and bear right to find another pit. 



Pull the left shelf unit away 
from the wall, then pull the 
second unit left. Collect the 
shotgun from the corner. 
Collect the shells and press 
the button. 


Kill the two guards as the gate opens and head 
back to the first pit. Jump around the ledges and 
go to the next pit.. Slide down the left slope. 


Slide down the right ledge and jump around to the 
right. Shoot the two Arabs and the far crates to get a 
handle, which makes a shovel when added to the 
metal blade. 


Climb onto the step to the right and jump onto 
the Sphinx’s leg. Collect the ammo and slide 
down to the inscription stone. Use the shovel on 
the muddy patch and dig a hole. Drop in to end 
the level. 
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Hit the right, left then middle switches. Go through 
the middle gate that opens and jump the chasm. 
Shoot two bats and jump another chasm, shooting 
more bats when over. 


Repeat this process on the second bull and head left past the 
hieroglyphic switches. Collect the scrap of paper from under the 
left flame. Examine it and return to the switches. 


Approach the right bull and it comes to life. Roll and lure it into the room by the 
left of the entrance, then hit the switch to the left of the gate to trap it. 


Exit and go into the next crawispace. Turn right 
and drop through to get a grenade gun, then exit 
and take the last crawl space. 


In the final crawispace, take the first left, then the 
first right. Go left at the top and flick the switch. 
Exit and return to the hieroglyphic switches. 


UNDER THE SPHINX 


Use the binoculars to look at the 
coloured niches on the wails and 
return to the hieroglyphic switches. 
Press right, middle then left and go 
through the gate that opens. 


Head over the chasm and up the 
slope, then jump round to the right 
ledge. Crawl through the left space 
and head left at the junction then go 
straight to get the Stone of Maat. 
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Head east at the first junction, then left. Head up at the left corner, and corner 
left at the next. Head right at the junction, surface in the next small room and 
fhck the switch. 


m 

Jump back in and swim down at the first junction then left at the next. At the right 
corner head up and surface in the fifth room. Get the Stone of Atum Key and flick 
the switch. 


Back m the water, head west, then up 
to the entrance room. Slide to the fiat 
ledge, climb around, jump over the 
slope and return to the hieroglyphic 
switches. 



Jump back over the pit and go past 
the hieroglyphic switches to re-enter 
the middle gate. Jump over the two 
- pits to the area with the coloured 
niches. Insert the four coloured stones 
into the holes beneath the niches. 



Enter the gate and monkey-climb 
over the chasm. Drop and shoot the 
bats, then save the game. 



Enter the gate, and get the four holy scriptures quickly from the 
left and right alcoves by jumping. Exit through the far gate. 


Walk slowly though the next room to avoid blade 
traps, then monkey climb over another chasm, shoot 
the bats and take the path to the next level. 
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MENKAURE'S PURAMID 



Climb up the left blocks Q 

and jump up to open the 
hatch. Climb through 
and kill the scorpion. At 
the crossroads, kill the 
scorpion that attacks 
the guard. 



✓TV 

E3 


f \ 

Get the ammo the guard dropped and return to the crossroads. Head left for a 
■ medikit, return to the crossroads and head left again. 

W WtnBBBm 



Jump over 
the pit and 
blast the 

■ scorpion 

H round the 

V/ . corner. Jump 

^^k over the pit 

^k and pull up. 

Shoot the 

- scorpion and 

.v the beetle. 

£ ;; J§ * Head right to 

\ find a pit. 

Jump and slide over and down until 
you reach the main path by the 
beetle. Kill it and take the right door. 

□ 

□ 

S3m0: 

Quickly kill the scorpion, and the 
guard gives you the Guards Keys and 
the Armoury Keys. Collect the other 
goodies and exit. 




o 1 

D 

□ 

□ 

m ■ ' ■ 

Head to the left and jump to grab the 
sloping edge. Climb round and drop ; 
on the far side of the pit. Jump onto 
the raised pyramid tile and walk 
diagonally left to the next. 

Climb to the right and jump 
diagonally left to the next. Walk left 
and shoot the beetle. Go to the far 
ledge corner of the long ledge then 
make a running jump. 


Shoot another beetle and run jump to 
land on the ledge located by the 
gates. Use the Guard Keys on the lock 
to enter the next level. 

Slide down and shoot another beetle. 
Climb up and side-step right to climb 
two ledges up to the far right corner. 


INSIDE MENKAURE'S PURAMID 
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Swing back over the ropes and head right to 
swing over another pit. At the end of the 
passage, go through the hatch and keep jumping 
to avoid the fire-bolts of the Egyptian Guardian. 


When the Guardian is dead, use the crowbar to 
pull the Western Shaft Key from the large star. 
Return to the start of the level and enter the 
new passage. 


Slide down and duck under the blades! At the end 
of the passage pull open the hatch and climb out. 
Shoot the scorpions. 


Past where the scorpions were is a switch in an 
alcove. Throw it to open the top of a pyramid. 
Climb up the one nearby and jump over to the top. 


Drop down and follow the passage to a pit. Monkey climb over, then time your jumps 
past the swinging blades at the next two pits. 



wm 

u 

B 

-■ Head round to the left and shoot the 
dog. Get the jerrycan from behind 
the truck. Go back past the truck and 
into the left alley, then go through 
the left door. 

Get the ammo and open the hatch. 
Drop in, shoot the dog and follow the 
passage. Turn left at the junction, 
shoot two dogs and get the ammo 
and medikit. 


B 

lit | 

□ 

® Use laser sighting to shoot the gems 
in the wolf heads on the wall. Blow 
up the released mummies and get the 
small waterskin from the opened 
passage. 

Head left at the junction and shoot 
two dogs in the long passage. Climb 
up at the end and shoot the bats. Go 
through the short passage to find 
yourself between two pits. 
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Turn left at the junction and shoot the dogs and 
bats. Shoot more gems in wolf heads and shoot 
the bats in the next room. Go past the scales to 
the water. 


Fill the small waterskin and 
put it on the scale with the 
water symbol. Put the 
jerrycan on the middle 
scale and the bag of sand 
on the final scales. 


Shoot the scorpions and go to the pit. Jump 
round to the south ledge, open the right door 
and shoot the bats. Drop through the hatch and 
follow the passage. Head left at the junction for 
ammo and return. 


Shoot more gems and enter the far door. Kill the dogs 
and head left at the junction for a medikit. Return to 
the junction, turn left and climb up out of there. 


Head left at the next 
junction. Shoot a dog 
get the ammo, return 
to the junction and 
head left. 


Head right at the junction, and shoot the gems in the wolf-heads again. Kill the 
mummies and bats and get the bag of sand from the new area. Return to the 
junction, go right. 


Enter the new door, blast the 
mummies and crowbar the Northern 
Shaft Key from the wall. Shoot more 
gems in wolf heads and enter the 
opened door in the scales room. 
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Head left again, shoot the scorpions 
and climb out. Shoot the dog and the 
danger barrier and enter the opposite 
door. Shoot the bats and drop through 
the hatch. 



Head right at the junction for a 
medikit then return past the junction, 
shooting a dog. Blast the dogs and bats 
in the room and shoot more gems in 
the wolf mouths. 



Crowbar the Southern Shaft Key from 
the far wall and return to the statue 
room. Head through the opposite door 
and shoot yet more gems. Follow the 
far passage and slide down the slope. 
Climb the steps to end the level. 


TH£ GREAT PyRAMID 



Follow the passage round and climb out at the 
end. Collect the small medikit and ammo then 
go through the door and shoot the barrier. 


Shoot a guard to the right and at the pit, jump to 
the left path. Turn and shoot two guards, then 
open the door and shoot another, along with a 
beetle. 


Open the hatch, drop to the ladder and descend. 
Collect the grenade gun and return to the top. Turn 
left and blast the barrier. Kick open the opposite 
door and kill another guard. 


At the pyramid, jump over the chasm. Head right using the flatter tiles only. Save 
your game regularly to avoid disaster. Slide down so you can return over the chasm. 


Head back to the right of the pyramid. You need 
to head to the left, using the flat tiles. Look out 
for bugs and falling blocks. 






























Back outside you will see another door to the 
left. Use the Armoury keys from an earlier level 
to get even more ammo, weapons and health. 


Back outside, kill the scorpion and head north to 
the pit. Jump over to the path on the left. Blast 
another scorpion and jump over the chasm. 


Kill the man and the scorpion who are fighting. 
Head left to the door. A medikit is in the crate. 
Through the gate are more goodies hidden in 


Jump right to the next ledge and shoot the beetle and scorpion. Some health is 
around to the left. Push the odd shaped block to the end of the path. 


KHUFU'S QUEEN PyRAMIDS 


0 

Ef 


Jump sideways while blasting the 
Egyptian Guardian (and the scorpion). 
When they are dead, use the crowbar 
to prise the Eastern Shaft Key from 
the wall. Return through the labyrinth 
and climb back up the ladder. 





\ J 

m 




m 



Go back round to the pit and run- 
jump to the opposite ledge below the 
pyramid. Run-jump left to the ledge, 
then jump right and shoot a beetle. 

Look out for falling blocks. 

fM . :m m 
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Climb up and walk right to climb to the next tile. Walk to the end 
and jump again. Head along the ledge, shoot the beetles and 
climb up to the gates. 

. f 

Use the Guards Keys to open the Great Pyramid and 
progress to the next level. 
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INSIDE THE GREAT PSRAMID 




Jump carefully past the sliding pillars 
and shoot three dogs in the next room 
and jump in the “skip”. Collect the 
torch and medikit. 



THE TEMPLE Of HORU 



Drop through the grating and go to the torch room. Shoot the bats, grab the 
pole and slide down past the blades. 


Head right and get the large waterskin. Fill it with water, 
then combine it with the small waterskin. Pour what is left 
in the large one into the vase. 


Head through and right to another scales room and pour four 
litres of water into the vase by filling the large waterskin, 
combining with small, refilling large, combining again then 
emptying the large into the vase. 


Climb down by it past the opened 
pyramid and climb onto the block. 
Walk to the left corner and run-jump 
to land in the water. 


Drop through the grating and continue 
to the next pole room. Slide down 
past the blades to another scales 
room. This one requires one litre. 


Fill the small waterskin twice and 
combine it with the large, leaving one 
litre in the small. Drop through the 
grating and head to the beam of light. 
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Pull up and run forward to avoid a falling pillar. Run-jump to the 
crevice and climb right to pull up. Run around and 
jump to another crevice, then run forward to exit and PC 
COMPLETE THE GAME. 


Exit through the gate and jump past 
the sliding pillars. Head to the left of 
the next ledge and run-jump to the 
far ledge. 



Very much a 
Tomb Raider 
clone, but this 
has Indy in! 



^ISSI 

Pant-wettingly 
frightening, this 
will really give 
you the willies. 
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T ransmeta, a secretive US 
company has just 
launched a startling new 
range of central processors 
for mobile computers. The 
first two Crusoe chips run at 
400 and 
700Mhz they 
run much 1 

cooler, are I 

faster and ^ 

smarter than 
traditional desktop 
processors or their 
notebook variants. 


without sacrificing much 
speed. The upshot of this is 
that Crusoe will star in the 
next generation of mobile 
Internet tools. The average 
PC user will hopefully see 
portable PCs 
1 cheaper, 

I » I quieter and 

I more efficient 
^ jj than current 
models while 
still being able to play 
Quake III, watch DVDs, work 
and access the Internet. 





W e get asked quite a few common questions about 
hardware issues, so here’s our advice for budding 
upgraders. 


Transmeta claim Crusoe will There will also be a whole 


offer very lightweight, generation of new devices 

power-efficient portability at for easy mobile Internet 
unheard of prices. access and communications 


Should I wait for product x or buy 
U product y now? 


While the processor isn’t an powered by Crusoe chips. 
Intel clone, it using patented Diamond and NEC are just 
data-morphing software to two of many companies with 
make itself compatible with designs that will be powered 


The upgrade cycle is never-ending for the PC and if you wait for 
product x, product z will already be on the horizon. Buy 
whichever product suits your needs and, ultimately, you can 
afford. 


Intel or other processors by the Crusoe range. 




GETTING AUREAL! 


Isn't video or sound card x better than 
product y? 

Assuming they are of the current generation most cards will 
produce games that look and sound stunning. Some offer 
slightly different features, it is up to you to decide what is vital 
for you. 


S ound hasn’t been much of 
a issue for PC gamers 
recently but Aureal’s new 
A3D v3.0 sound standard is 
generally considered to be the 
best 3D sound 


system around. The company’s 
new Vortex 2 family of cards 
features the latest feature set 
and is the first available for 
retail from Aureal. Among the 
new features are geometry- 
based reverberation so that 
sounds reflect off your 
surroundings, volumetric sound 
for improved atmospherics, 
Dolby Digital support, MP3 
support and more. Details are 
scarce on UK release at the 
moment but we’ll have them for 
you very soon. 


£3 Should I overclock my processor or 
U graphics card? 

As a rule we don’t recommend it to non-technical gamers. But if 
you are confident around your machine there is no reason why 
you can’t, although you might shorten the lifespan of your card 
and invalidate any warranty. 


Gan I upgrade my processor without 
changing PC? 


That depends on your motherboard, generally you can upgrade 
to a faster version of the same processor type. Check your 
motherboard manual for the speeds of processor it supports. 
But the companies like you to buy a new machine every now 
and again so the only way to fit a new type of 
processor is to change the motherboard as well, 
which can get complicated. 


□ What system do you guys 
H recommend? 

Currently we run a Pentium 111-500 with GeForce and a 
PCI Voodoo 3 card and a Pentium 11-400 with a 
Voodoo Banshee. Both of which cope fine with 
everything the games industry can throw at us. 
Anything less than a PI 1-400 is starting to show its age. 
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■A crashing hand comes out of nowhere to crush 
the unwary traveller into dust and bones. 


ox is a fantasyland, a wondrous 
world stricken by magical wars. 
You are trailer park trash, about 
as magical as a burger bun, 
accidentally sucked into Nox and 
tasked to restore balance by rescuing a 
powerful orb held by an evil queen. You 
arrive in just jeans and a tee shirt, hardly 
the stuff of heroes and can choose to play 
as a fighter, mage or conjurer, thereby 
deciding to hack, shoot or magic your way 
through the game. 

Each class takes a different path and will 
see many unique events so Nox instantly 
earns high replayability points. As you 
advance you find loads of stuff to wear, 
equip or trade to make you better at killing 
imps, scorpions, skeletons and the other 
40 or so creatures in the game to gain vital 
experience. 

Nox is initially similar to Delphine’s recent 
Darkstone but much faster, better looking 



■Pop up screens let you manage spells and you 
natty attire. 

and with a little more variety. Surprises like 
the crushing hands that crash down from 
off-screen are cool, the plot has an 
occasional sense of humour and is fun to 
play. Where Nox differs greatly from any 
other title is in its dedicated multiplayer 
modes. Deathmatch, Elimination, CTF and 
other modes play over Westwood’s Online 
service or you own. Nox doesn’t rock the 
action RPG boat enough to cause major 
upheaval but the Gauntlet meets Diablo 
style will give it wide appeal. 



DELTA FORCE 2 


elta Force 2 isn’t the prettiest 
of combat games but is 
certainly one of the 
most playable. The 
new version has bags 
of new features including 
weapons, night missions, 
weather including blinding fog 
and more to keep up its appeal. Most 
of that appeal is in the accessible but 
very tense combat. Mission planning is 



■ Long distance shooting will minimise the threat 
but you have to get in close eventually. 


over in a flash and then its all sneaking 
around enemy camps and 
engaging in hi-octane shoot outs 
and acts of sabotage. 

The missions are set all over the 
world but the Voxel graphics are 
pretty grotty and everywhere 
looks pretty similar bar a paint 
change. Your enemies have a variety of 
weapons and vehicles from the simplest 
but still deadly pugi sticks to huge 



■That’s you that is, even cammed up I wouldn’t 
venture over the hill with your head in the air. 


concentrations of machine guns. The 
mission structure expands as the story 
unfolds and multiplayer is a strong 
element of Delta Force 2 and the team 
games or deathmatch battles are hugely 
enjoyable. 

With its large open play areas and 
reliance on a good mix of stealth and 
violence, Delta Force 2 has a wider 
appeal than the strategic masterpieces of 
Rainbow Six and SWAT3 and is 
eminently playable, it just needs a good 
3D engine! 




info 

Developer 

Web 

Publisher 

Price 

Novalogic 

www.novalogic.com 

Novalogic 

£34.99 




■This is Delta Force through 
hardware graphics, 
doesn’t look much cop but 
plays smoothly enough! 
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■ Its getting hot in the kitchen but what do you 
think is on the menu? 



■The morgue would make Hannibal Lecter 
shudder, so much spleen, so little time! 


PLAWSCAPE TORMENT 



he Planescape is a terrible 
place, wracked with darkness 
and full of vile sights. You are a 

good example, you’re dead and 
your body has been covered in 
gruesome tattoos and scars. That may 
not be a pleasant start, but it gets worse. 
You awake from the dead with no memory 



and a floating skull as your only guide. 
Blundering around some kind of morgue 
you witness evisceration and general ill- 
treatment of the dead. What is going on 
and why are you here? You’ll only learn as 
you venture on. Huge scrolling pseudo-3D 
levels, provide the backdrop for this 
descent into darkness as you discover 
your fate. Spread over four CDs, there is a 
hell of a lot of world to visit but most of it 
is neatly broken up to remain manageable 
and not too daunting. To further 
differentiate from other role players, 
Planescape involves much more exploring 
and less fighting. Listening to people and 
watching what goes on is a lot more 
important in this realm. As you progress 
you will build a party that will help, and 


sometimes hinder, you in your main quest 
and the sub-missions you undertake. 

The interface is easy to navigate with the 
usual RPG standard stat boxes and chat 
screens. The content will make this heavy 
going for those of light heart but for 
serious role players it makes a big change 
from the floppy hats and warty ogres. 



infb) 

Developer 

Black Isle 

Web 

www.interplay.com 

Publisher 

Interplay 

Price 

£39.99 


Sf*GCS 



HPUflUM GA1ACHCAI 




Web 

Publisher 

Price 


Digital Reality 
www.gtgames.com 
GT Interactive 
£39.99 




■Imperium Galactica really goes to town on fancy 
graphics but it is backed up by deep and 
entertaining gameplay. 


■Equip your ships and colonies with better 
performing gear to gain all the advantages you 
can get. 



’d like to dedicate pages to 
this review but space 
dictates a mere few 
hundred words, so 
imagine Homeworld 
meets C&C meets Supremacy 
and you have the framework for IG2. 
Now think of a game finely crafted so 
that it looks and plays like one lovely 
coherent adventure rather than just 
someone chucking some game genres 


pc 




together for widest appeal and 
mass consumption. 

IG2 really is beautiful to watch 
and play, constructing your 
colonies on planets in 3D with 
complete freedom of view is cool, 
as is the weather which is as 
unpredictable as what your competitor 
races are up to. There there is the 
combat, fighting it out in space with your 
fleets, then on the planet with your mixed 


armies. IG2 is a huge game if you play 
the campaign mode but there are shorter 
scenarios to learn and master and 
multiplayer mode for added challenge. 
Starting from a lowly rank you must 
build and expand across the stars to 
become master of the Galaxy, displayed 
on a gorgeous star map, using 
diplomacy, force and subterfuge in 
varying degrees and according to your 
species skills. 

Is this the perfect strategy game? We 
haven’t been playing it long enough to 
find out - come back to us in a few years 
time on that one! 
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Missed out on an issue of PC Player! 
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■ This is your chance to pick Mosety’s 
pocket! 


St. Peters Rd 
Bournemouth 
BH1 2JS 

Email: 

pcpiayer@paragon.co.uk 

well try to help! 


Welcome to Q&A. The refuge 
of hope for lost gamers. 

Are you dying young instead! 
of living forever? Or fading 
out when you should be a 
shining star? Fear not for 
help is at hand! 


1 am totally flummoxed by Sabriel Knight 3. On clay 1 at 2pm I 
try" to get the Harley Davidson fr mm the courtyard, but it has 
hem reserved. How the hell do I get It? 


Right - this is one of the most 
bizarre twists in a computer game 
we have ever seen. To begin with, 
you should have found some 
masking tape in the cupboard in 
your hotel room at the start of the 
game. If you did not take it then, 
go back and get it now. Pay a 


visit to the museum and steal the 
baseball cap from the lost and 
found box. Go around to the 
street behind the church and you 
will see a black cat. Try to stroke 
it and it runs through a hole in a 
nearby door. Go to the cemetery 
and you’ll find a sprayer on the 
window sill (you may have to wait 
until the Abbot leaves it there). 

Take the sprayer and return to 
the street where the cat was. 

Stick the masking tape to the 
hole in the door, then spray the 
cat. As he runs into the hole he 
will leave some fur on the 
masking tape, which you should 
pocket. Return to the hotel and 
take a sachet of maple syrup 
from the dining room and a sweet 


from the foyer. Head upstairs and 
knock on Mosely’s door (room 
33). Speak with him, then leave 
the sweet on a table. The best 
one to do this on is the table near 
a picture of the street, as it is 
quite far from his room. 

Go downstairs and when Jean 
is not looking, ring the buzzer for 
room 33. Get back upstairs 
quickly. When Mosely leaves his 
room, follow him discreetly. When 
he bends down to pick up the 
sweet he will look at the painting. 
While he is doing so you can 
point the cursor at him and select 
pick up to pick his pocket. This 
done, he will head downstairs in 
search of more sweets and to see 


who buzzed him. While he is 
gone, enter his room and steal 
his coat. Leave quickly. 

Downstairs, pick up the marker 
pen on the table in the foyer. Use 
it to draw a moustache on 
Mosely’s passport. Now combine 
the maple syrup, black fur, 
baseball cap and coat to form a 
cunning disguise. Return to the 
courtyard and don your outfit, 
whereupon you have access to 
the Harley! Gabriel will 
automatically return the passport 
to Mosely’s room once this is 
done. 

If you mess up getting his 
passport, you can keep trying the 
same tactic until you succeed! 



■ While he is distracted, run into his room 
and steal his coat. 
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■ A little strategy helps the violence go a 
long way in a game like Battlezone 



BATTLEZONE 2 


D© y m haw any flints for Battfezon© 2 from Activision? 


We have plenty! The best 
advice we can give you is to 
try to build scavengers as 
quickly as possible so that 
you can get to scrapyards 
quickly. This will hopefully 
give you an advantage over 


your opponent. Also, try to 
avoid gathering scrap via 
recyclers as they are so 
slow. Instead, look to 
upgrade your extractors as 
quickly as possible to see 
that scrap roll in! 


RESIDENT EVIL 3 


How is it possible to boost your 
grades in Resident Evil 3 ? 

There are a number of ways to 
do this. You can start by killing 
more enemies than you need 
to. Finishing quickly will also 
improve your score greatly. 
Saving ammunition, not using 
first aid sprays, killing the 
Nemesis, hitting oil drums 
when shooting at enemies and 
using the combat knife will all 
boost your score significantly. It 
will also help your cause if you 
use the rocket launcher on the 
Nemesis only. 

If you are still struggling, 
then take on the missions for 
Mikhail, as they are the easiest. 
Good luck! 



1 keep running out of money 
on Ultimate Soccer 
Manager. How can 1 boost 
my bank balance? 


Stop spending so much money! 
If you’d rather not do that, then 
you can always enter your name 
as MAKE BELIEVE. Hitting “+” 
will then give an extra £100,000! 




0© you know any cheats for T0CA 2? 


Entering any of the following as your name will enable the 
corresponding cheat: 


DOUBLE.All Tracks 

CARTASTIC.All Cars 

OUCH.Battle Mode 

RUBBER .Bouncy Crashes 

MOVIE.Silly Crashes 

HIGHJUMP.Low Gravity 

HANGOVER . Blurred Horizon 

SKINNY.Wheels Only View 

SKATES...Double Speed, Brake, and Grip 


TITANIC: ADVENTURE 
OUT OF TIME 


At lit© wireless room In TNanle: Adventure Out of .Jf 
Time* i can't seem to get past officer Morrow. 

What should 1 say in response to his questions? 

Reply to him with the following answers: 

“The sea appears calm” 

“It’s a clear night, but dark” 

“What uproar?” 

“You don’t care for bureaucrats” 

“What war was that?” 

“No wonder moonless nights make you jumpy” 

“Now, may I visit the wireless room?” 

This will allow you into the wireless room, 
where you should read all the telegrams. 



Step into the ring for cheaper games 

Burt buy «r sail utim«i 0X1 
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.com 

online auctions 

For trade enquiries email us at games@qxl.com 

www.qxl.com 
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DELTA FORGE 2 


I recently bougtit Delta Force 2, and think the game is 
brilliant.. However, I am not very good at it and keep getting 
killed. Do you have any advice? 


If you do not know what is 
ahead of you, it is best to lie 
down in long grass and crawl 
forward. Switching to the third 
person view will allow you to 
see what is ahead of you 
without making an easy target 
of yourself. 

When you spot enemies in 
the distance, you will find it is 
better if you stay still. You are 


easier to detect when moving, 
so keeping in one place can 
actually make you hard to hit. 

You should also bear in 
mind the fact that you can 
camouflage yourself against 
backgrounds of a similar 
colour. This makes you even 
harder to spot, and should 
give you a better chance of 
overall success. 




I have recently purchased Championship Manager 
Season 99/2000. Although the game Is brilliant, i seam to 
be unable to get anywhere on it. Can you help me out? 


from Championship Manager 
3 is also effective in the 
updated version of the game, 
whereby ordering a striker to 
man mark the goalkeeper will 
increase his goal-scoring 
potential greatly. 


With pleasure! This game is a 
firm favourite of ours and any 
excuse to play it again in the 
name of “research” is more 
than welcome! 

You will be delighted to 
learn that the sneaky tactic 
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Do you have any hints for Darkstone, as I am finding the 
game rather difficult? 


We covered this game in 
depth in issue 7. Turn to page 
90 for details of how to get your 
hands on a copy of the 
solution. In the meantime, these 
hints should be to tide you over. 

Your characters’ stats are 
always saved, so play a few 


sure you repair it regularly or 
you risk losing it altogether. 

When buying food, go for 
chicken legs - they are the best 
value for money, and don’t take 
up room that could be 
occupied by gold or weapons! 

Look out for any of the quest 


I am finding Pharaoh really, really difficult. Do you have 
any more hints for it? 


Here are a few gems that will 
help you reign supreme. A 
hastily arranged festival to 
Osiris can avert a disastrous 
flood prediction! Although you 
need temples, placing them in 
heavily populated areas is a 
waste of space. Use shrines 
instead for religious access. 
Build walls, towers and 
gatehouses on later levels to 
defend your city from attack. 
Use the overlay functions to 
see who has access to what, 
and keep your city ticking over. 
Your Chief Overseer will alert 
you to any serious or urgent 


problems, so visit him often. 
You will often find that only 
some areas of your land are 
fertile. Use these areas wisely, 
and populate them heavily. 
Build large structures like 
monuments elsewhere. 

Build bazaars near granaries 
and storage yards to keep 
them well stocked. 

Be aware that docks, forts, 
mines and shipwrights are very 
detrimental to an area’s 
desirability. 

Mansions, palaces and temple 
complexes really raise an 
area’s profile. 


>>**<** CHEATS & TIPS FOR OVER 


2000 GAMES ( 




CHEATS 


A SIMPLE CALL AMD YOU'VE COT THE CHEAT! 

_PERSONS aged UNDER 16 CALL THIS NUMBER ONLY 


Calls to the above numbers cost bOp a minute 

This service should only be used with the agreement of the person responsible for paying the bill. Calls to the number for persons aged under 16 years have o maximum cost of 
£3.00, the call will be terminated by forced release after 5 minutes. Calls to the number for persons aged 16 years and over hove no maximum cost and coll time restrictions. 

Ensure you ore calling from a touch tone phone. Please put comments or queries in writing to: Interactive Telcom Ltd., 8 Grants Walk, PL25 544 

orcoll SERVICE: 0 8 00 1 <98 2784 

Check out our new web site at www.cheatsunliniited.com 


In III# Age of Iittpirsss :: 
Use of Heme, what Is the 
ties! way to take the city of 
Syracuse? 

This city is fortified, and the 
best way to assault it is to lure 
out the enemy navy and 
destroy as many ships as you 
can early on. Once this is 
accomplished you can then 
circle widely around the mirror 
towers and take out the other 
defences along the shore from 
long range. 


I am stack, right at the end of 
Diablo. What do I do after 
killing Lazarus? 

Head back to Cain who will give 
you the final quest, return to level 
15 and walk onto the pentangle 
to enter his lair. Fight your way 
towards the bottom left hand 
corner of the map where you’ll 
see a room with monsters galore. 
Kill them, you will see two levers, 
use telekinesis to pull both 
simultaneously and head to the 
bottom right. Diablo is there with 
more monsters. The way to do 
this is to lure Diablo away from all 
the other monsters and kill him in 
a one-on-one battle. 
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CHEATS £ TIPS FOR OVER rJlUUl GAMES 


Doom and Doom 2 
Driver 

Duke Nukem & Duke Nukem 2 
Duke Nukem 3D and Atomic Edition 
Dungeon Keeper 1 & 2 
Earthworm Jim 1 
Excalibur 2555 A.D. 

F22 Lightning 3 
FIFA'97,'98 and'99 
Final Doom 
Final Fantasy VII 
Flight Sim '98 
Flight Unlimited 2 
Formula 1 

Formula One Grand Prix 

Forsaken 

Full Throttle 


Rally Cross 
Rayman 
Rebel Assault 2 
Requiem:Avenging Angel 
Resident Evil 1 & 2 
Road Rash 


Tomb Raider 1, 2 & 3 

Total Annihilation 

Total Annihilation:Kingdoms 

Toy Story 

Trespasser 

Turok 1 & 2 

Ultimate Soccer Manager 1, 2 & '98 
Unreal 

US Navy Fighters 


Abe's Exoddus & Oddysee 
Actua Soccer 1,2 & 3 
ge of Empires 

S Alien Trilogy 

Alien vs Predator 

Army Men 
Atomic Bomberman 
IP * Baldur's Gate 
Battle Arena Toshinden 


Lego Island 

Lemmings 2: The Tribes 
Little Big Adventure 2 
Lords of Magic:Special Edition 
Madden NFL'98 
Master of Orion 1 & 2 
MDK 

Mechcommander 
Mechwarrior 2 
Men in Black 
Midtown Madness 
Monopoly 

Monster Truck Madness 2 

Monty Python:Quest for the Holy Grail 

Mortal Kombat 2, 3 & 4 

Moto Racer 

Motorhead 

Myth 2:Soulblighter 

Myth:The Fallen Lords 

NBA Live '95, '96 & '97 

Need For Speed 2 & 3 

NHL '97, '98 & '99 

NHL Breakaway '98 

Nightmare Creatures 

Nuclear Strike 

Outcast 

Outrun 

Pandemonium 


Roller Coaster Tycoon 

Sanatorium 

Screamer 1 & 2 

Sensible World of Soccer 

Settlers 1, 2 & 3 

Shogo Mobile Armor Division 

Sim City 2000 & 3000 

SimCity 

SimTower 


Virtual Springfield 
VR Powerboat Racing 
War Games:Defcon 1 
Warcraft & Warcraft 2 
Wargasm 

Warhammer: Dark Omen 
Warzone 2100 
Wing Commander IV 
Wipeout & Wipeout XL 
Wolfenstein 3D 
World Cup '98 

Worms, Worms 2 and Armageddon 
WWF Wrestlemania 
X Wing 

X-Com:Apocalypse 
X-Com:Enemy Unknown 
X-Com:Ufo Defense 
X-Files: The Game 
X-Games Pro Boarder 
X-Men: Children of the Atom 


Braveheart 
Brian Lara Cricket 
Caesar 1, 2 & 3 
Carmageddon 1 & 2 
Championship Manager 2,3, & '97/'98 
Civilization 1 & 2 
Colin McRae Rally 
Colonization 
Command & Conquer 
Command & Conquer: Counterstrike 
Command & Conquer: Red Alert 
Command & Conquer: Tiberian Sun 
Commandos: Behind Enemy Lines 
Commandos: Beyond the Call of 


Sonic and Nuckles Collection 
South Park 

Star Trek:Birth of the Federation 
Star Wars:Episode 1 Phantom Menace 
Star Wars:Episode 1 Racer 
Star Wars:Rogue Squadron 
Star Wars:Shadows of the Empire 
StarCraft 

Street Fighter 2 and Alpha 
Super Bubsy 
Super Frog 

Superbike World Championship 
SWIV3D 
Syndicate Wars 
System Shock 

Test Drive 1, 2,4 & Off Road 

The 11th Hour 

The Fifth Element 

The Hunt for Red October 

Theme Hospital 

Theme Park 

Thief :The Dark Project 

Time Commando 

TOCA1 & 2 


Gangsters 
G-Police 

Grand Theft Auto & London 1969 
Grand Touring 
Half Life 
Hardwar 
Heretic 

Heroes of Might and Magic I & II 
Hexen 1 & 2 
Hi Octane 

Hidden and Dangerous 
Incoming 

Indiana Jones & The Fate of Atlantis 
Indianapolis 

Interstate 76 and Nitro Pack 
Iwar 

Jedi Knight 
Jurassic Park 
Kingpin 

v - Klingon Honor Guard 

S f \ Die By The Sword 

_ Die Hard Trilogy 

THE LIST ABOVE IS JUST A SAMPLE OF WHAT'S ON OFFER 

TIME SAVING FUNCTIONS FOR USE DURING YOUR CALL - PRESS Q TO RESTART SERVICE PRESS 0 TO MOVE BACK ONE STEP 

PERSONS AGED UNDER 1 £> CALL THIS NUMBER ONLY 


Quake and Quake 2 
Railroad Tycoon 1 & 2 
Rainbow Islands 
Rainbow Six 


This service should only be used with the agreement of the person responsible for paying the bill. Calls to the number for persons aged under 16 years have a maximum cost of £3.00, the call will 
terminated by forced release after 5 minutes. Calls to the number for persons aged 16 years and over have no maximum cost and call time restrictions. Ensure you are calling from a touch tone phi 
Accuracy of the information is not guaranteed. Please put comments or queries in writing to Interactive Telcom Ltd8 Grants Walk, PL25 5AA 

ir FRBEPHONi CilSrOMlR SERVICE: 0800 1198S7 
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SOUND 

FORTISSIMO 

kL 

Guillemot \ 

YO l 
A l\ 

J’RE GOING TO HAVE 
MULTIPLE EARGASM. 


You too can feel like a dog with four ears. It’s 4 channel digital sound. In hardware. 
It’s earisistible. It’s only £49. And it’s ear right now. 4 times the sensation for half the 
price. Blow out the wax with immersive interactive 3D games sound. 
Get the lead out with uncannily accelerated game frame rates. 



Strike up the band with 676 instrument sounds, 
XG MIDI wavetable and pro music software. 
But enough of this foreplay. To the shops! 


Direc'tMusic ™ Hardware Accelerator 

and perfect audio fidelity with Yamaha YMF744 chip. 

Interactive 3D gamesplaying and music 
supports all industry-standard APIs including 
DirectSound™ 3D Hardware accelerator, 
Sensaura 3D Positional Audio, EAX™ and A3D™ 

Make music like the pros 
with the highly acclaimed ACID DJ software. 

+ Optical Digital Output - Connect your Hi-Fi system 
and make your own digital recordings. 


www.guillemot.com 
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